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Spear of Destiny brings virtuai reaiity to 
the PC, hurting you into an intense battie 
between good and evii in wbicb oniy you 
can save tbe worid! A breathtaking 
musicai soundtrack sets the mood, white 
amazing "first person" visuai perspec- 
tive and spectacuiar digitai stereo sound 
effects give an experience tike no other 
game you've ever piayed! 


s spectacuiar VGA virtuai reaiity system 
e breathtaking musicai soundtrack for 
Adiib, Sound Biaster 
e digitized stereo sound effects for 
Sound Biaster, Sound Source 
s over 20 compiete fioors to cover 
e 4 ieveis of piay difficulty 
e speciai extra chaiienges for advanced 
game piayers 

9 saves muitipie games in process 


"the piayer is there' tike no game 
i've ever piayed..." 

" the sound and the visuai action, is 
frighteningiy reaiistic..." 

""I can't remember a game making 
such effective use of perspective and 
sound and thereby evoking such 
intense physioiogicai responses trom 
its piayers." 


Game by id Software. Published by FermGen Corporation, Box 279, North Andover, MA, USA, 01845-0279 (800)263-2390 (416)857-4141 Fax: (416)857-4531 
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You Love Cars. 
Why Not Run Your 
Own Company? 



T he Model-T originated a legend in 1908. Here's your chance to create your own! As president of your own car company, you 
begin with only $60,000 and a blue print for one car. Use the latest in automotive technology to design, test and produce the 
cars of your dreams, and then create a marketing campaign to help sell them to the world! As your automobile empire grows, 
decide when and where to open new offices throughout the world, and invest in research and development to keep your creations 
on the cutting edge! With hard work, you could become one of the wealthiest and most powerful figures in the world! But don't just 
think about doing it. It's time to get behind the wheel of your own company car and drive your way to fame and fortune! 

• 7 types of vehicles, including sports cars, luxury cars and 4-wheel drives • Research new breakthroughs in steering, brakes, 
suspension, safety and more • Compete against 3 human or computer-controlled opponents 
• Turn-based business simulation from 1 908 to 2008 • Historically accurate • Highly intuitive interface 
• Modem play • Print reports to paper 
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Committed to Excellence in Strategy Entertainment 
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THEY’RE BACKI!! 


With new skills* for a new world*. 


* 12 BRAND NEW TRIBES OF 
LEMMINGS. EACH WITH THEIR OWN 
SKILLS 

* SKIERS, SURFERS. BONGO PLAYERS 
SNAKE-CHARMERS & MORE 

* PUZZLING PROBLEMS WITH 
HILARIOUS ANIMATION 


* SAVE THE TRIBES & WIN THE 
TAUSMAN 

* 8-WAY SCROLUNG 


production designed by 


ENHANCED SOUND SUPPORT 
WITH DIGITISED LEMMING VOICES 


* RIVETING GAME PLAY IN THE 
LEMMINGS TRADITION 
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The Labyrinth of Time. An epic fantasy of time travel and 
adventure, possible only on CD-ROM. The legendary King 
Minos has commissioned a labyrinth bridging time'and space. 


You must overcome the power of Minos and destroy the 
labyrinth by manipulating the very fabric of history. But 
beware, the future may not unfold in quite the way you planned. 





Available for PC CD. Coming soon Tor Maciniosh^CD. Macintosh Is a registered ir. 


9;c for the first minute, 7sC for each additional minute. If under i8. get parents permission before calling. Requires a touch-tone telephone. Messages subject to change uithoul nonce. 
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Qump The Excuses, 
Not The Cards 


afraid of adverse 
won’t notice the bug, 


S tate of the Industry: The following story is true. Only the names 
have been changed to protect the guilty (and to save space). 
Unfortunately, it is a story' that is becoming more and more 
frequent. A gamer buys a copy of Way Late Software’s Oedipus Pecs 
graphic adventure and dutifully fills out her registration card. Being 
a smart consumer, she elects to change the spelling of her name just 
a trifle, so she can monitor the number of mailing lists to which the 
software publisher would sell her name. She plays the game over the 
course of the next few weeks, experiences a bug that will not let her 
finish the game, and erroneously believes that she just isn’t smart 
enough to solve the game. She tries the Way Late Hint Line for any 
clues, but doesn’t get an answer to her problem, since it is indeed a 
bug and not a puzzle that she is encountering. She erases the game 
from lier hard drive in frustration and, since her local software store 
doesn’t offer return privileges, files the game in the 
dusty box with her other disappointing purchases. 

She suddenly starts to receive catalogs and contest 
offers from a half-dozen sources, all with the variant 
spelling of her name that she put on her warranty 
card. A couple of months go by and she picks up a 
copy of Computer Gaming World. She ioolts at the 
department we call “Patches” and discovers that there 
is an updated version of Oedipus Pecs. Her blood 

pressure rises as she discovers that the patch has been 

available for weeks. Her warranty card had garnered a bonanza of junk 
mail, including the latest Way Late catalog, but no word of the patch. 

The story is not isolated. One day, a gamer who knew that I was 
the editor of CGW simultaneously thanked me for having the 
“Patches” column in the magazine (ironic, because I wasn’t sure that 
it was a very useful column when the rest of the editorial stafFproposed 
the idea) and asked why a major software company had the time to 
sell his name and address, but not to let him know when there were 
major bug fixes (ironic, because the latter is exactly what I thought 
software companies did with the registration cards). 

The same night, 1 spoke on Phoenix radio’s “Taking Command of 
Your Computer” call-in ralk show. Almost the first question from a 
caller was “Why do you have to have that Patches column in the back 
of your magazine? That’s not your responsibility, that’s the job of the 
software companies.” I answered honestly that we provided the 
column as a service because most of the publishers were not updating 
their customers sufficiently. Since the information was not readily 
available, we provided it. I went on record as stating that I could see 
no excuse for the publishers not sending a notification of bug fixes 
and upgrades to their registered customers. I still don’t. 

I’ve spent a lot of time trying to figure out why many of the 
publishers do not follow through on providing information to regis- 
tered owners. First, there is the damage control theory. They may be 


publicity and, consequently, hope that most gamers 
bug, so they keep the patch a secret until it’s needed. 
Unfortunately, this may mean a lot of negative “word of mouth” 
publicity from dissatisfied customers that might have been avoided if 
they had followed through in the first place. 

Second, there is the greedy capitalist theory. Since the shelf-life of 
a game may not be vet)' long (definitely much shorter than a business 
or productivity application), a company may decide that it is not 
worthwhile to continue to support a game after it is a “back list” item. 
Unfortunately, gamers do not look upon a game as having value for 
the length of time it is on sale. A game is of value as long as one owns 
it and plays it. So, when a company fails to support the gamer’s 
software, that company is telling the gamer that it doesn’t care about 
either his/her current satisfaction or mture business. 

Third, there is the value-subtracted theory. If a company can 
manage to sell the registration card names to a mailing list broker, it 
manages to recoup some of the money it spends on data entry. If a 
company can send out a catalog mailing, it can recoup some of the 
data entry expense in new sales. If a company sends out thousands of 
notices to customers who may or may not be continuing to play a 
given game, it stands to lose money for every customer who sends in 
For the free bug fix or upgrade. Hence, it does not seem to certain 
marketing profession- 
als that it is worthwhile 
to make the bug fixes 
too well-known among 
consumerdom. 

What should be 
done? We honestly be- 
lieve that software pub- 
lishers need to bite the 

bullet and get the news 

about these patches to every registered gamer. We will continue to 
help get out the word with our “Patches” column, but we think it is 
time for the entertainment software industry to take a mature cus- 
tomer service approach rather than acting like a “fly by night” 
industry. There are some publishers, particularly small publishers, 
that have really done a good job of serving their customers, even when 
it cost them a significant amount. However, we think it is high time 
for all publishers to use those registration cards for what they were 
designed for rather than playing “hide and seek” with their own 
customers. 

State of the Magazine: This issue features a record number ofpages 
and we arc rather excited about the amount of material we’ve covered. 
Our special section focuses on games which can be customized by the 
gamer. We take a look at Origin’s Wing Commander Academy and 
Digital Alchemy’s Adventure Writer for Windotus. Then, we excerpt 
guidelines for creating Empire DeZ/iXf scenarios from Alan Emrich’s 
new book Empire Deluxe: The Official Strategy Guide. Emrich’s co- 
author, Mark “Skulker” Carroll, follows up with a look at New 
World’s celebrity designer scenario disk for Empire Deluxe. Then, 
after M. Evan Brooks Forms a line of battle and reviews Simulations 
Canada’s Man of War, Johnny Wilson offers fresh scenarios for the 
new game of fighting sail. Designer Scott Hamilton offers designer 
notes on his popular Aide de Camp PBEM utility. We hope you 
enjoy.cGw 


When Are Software 
Registration Cards Going 
To Fulfill Their Promise? 
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BUY THE BEST OF '93* 

And get the best of '91 & '92 

*As Chosen by Computer Gaming World & PC Gomes 



TRILOGY 


WIZARDRY V, VI & VII 


WIZARDRY, the game that pioneered first-person perspective & defined computer role-playing for more thon o decade. 

Now, the award-winning WIZARDRY V, VI & VII are avallohle In 1 complete pockage, at 1 incredible price. Three best selling games, 
with over 500 hours of engaging,replayable adventure, come to you with a savings of 25% off individual suggested retail prices. 



Redefining role-playing for an entire industry 


1 992 Fantosy Role-Ploying Game of the Year 
PC Games 

1 992 Role-Playing Gome of the Year 
Strategy Plus Magazine 



Paving the way for the systems of the future 
1991 Best Gome of the Year 
Strategy Plus Magazine 
1991 Best Role-Playing Gome of the Year 
Strategy Plus Magazine 
1 991 Top Role-Ploying Gome, April 1 991 
Camputer Gaming World 



THE WIZARDRY TRILOGY 
Scenarios I, II & Hi 

The original classics that set the trend in 
fantasy role-playing are now available at 
a new low price! 


Breaking away from the Wizardry system of the past 



Ogdensborg Business Center, P.O. Box 245 
Ogdensburg, NY 13669 (315) 393-6633 
FAX# (315) 393-1525 

Avoilable at a soltwore retoiler near you, or (oil: 

( 800 ) 447-1230 
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The Latest News From The Gaming World 


Does 3DO Live 
Up To Promises? 
3DO Executive Responds 
To CGW Concerns 


Atari Jaguar Unveiled — Stalks 3DO 


U sing quotations from rival CEO, Trip Hawkins of 3DO 

Corporation, Sam Tramici unveiled his company’s answer to this 
Fall’s 32-bit game machines. Atari’s Jaguar will use a 64-bit RISC- 
based architecture with a true 64-bit data path. It will feature both a 
graphics processor and digital signal processor for sound at 27 MIPS 
(million instructions per second) respectively. Like the machines to be 
built by the competition, the Jaguar will feature a programmable object 
processor to handle sprites, pixels or character maps. It will also feature a 
“blitter,” a piece of hardware that provides fast Gouraud shading. The 
Atari executive stated furthet that the machine would feature 32-bit true 
color graphics on NTSC screens and would feature 16-bit CD-qualiry 
digital stereo sound. 


Tramici seemed annoyed byTrip 
Hawkins' pre-unveiling speculation chat 
the lagiiar was actually two 32'bit proces- 
sors running in parallel. In classic debate 
fashion. Tramiel asserted that the Jaguar 
would be a 240-bit machine using 
Hawkins’ logic. Atari also used Hawkins’ 
assertion tliat the next level ol game 
machine had to “provide a performance 
level that puts the stake way out there” in 
order to stre.ss how much they believe the 
jaguar’s technolog)' is beyond 3DO. 

Atari revealed that the launch of the 
machine will take place during the holiday 
season of 1993 in New York. San 
Francisco. Paris and London. It will ship 
with a joypad and one 
hundled car- 
tridge from 
their library 
of five titles 
available at 
launclt. The.se 
include Club 
Drive (working 
title, a driving 
game), Dino 
Dufies (an 
enhanced version 
of Gametek’s 
Huninns game), 

Trevor McFurr in 
the Crescoit Cnlaxy (a horizontal scrolling 
space shoot-'em-Lip), Alien vs. Preeintor {a 
first-person 3-D scroller with smooth- 
scrolling 3-D texture-mapped graphics); 
and Cyler/norph {-.i Flying shooter with 
gouraud shaded objects). The last three 
titles were demonstrated at the press con- 
ference with the first two actually playing 


off cartridges (the jaguar allows up to six 
megabytes of code per ROM cartridge) 
and the third playing off a custom devel- 
opment .system. 

The basic jaguar system will be car- 
tridge based and will sell for around $200. 
The CD-ROM drive will cost an addi- 
tional $200 and will feature the Cinepak 
digital compression scheme from 
SuperMac that is being used on sevei'al 
platforms. Games arc expected to retail 
benveen $39 and $69 per cartridge, and 
CD titles may cost le.ss. 

CfrU^ reminded Tramiel about Atari’s 
a.s,sertion that the 
jaguar was capable of 
being a set-top box 
for the “digital 
highway” and asked 
il' there were specif- 
ic plans in the 
works for either 
interactive televi- 
sion connections 
. or ISDN hook- 
ups. Tramiel 
responded by 
observing that 
Time-Warner 
still owns 24% of Atari and 
suggested that a television test was on a 
future agenda. Then, d'ramiel pointed to 
the numeric keypad on the joypad (con- 
troller) and said that they were having dis- 
cussions with an unspecified phone sys- 
tem. Asked about modem links, Tramici 
observed that there is a comm-link port 
for multiple machines to be connected via 
direct connect. 



P rior to the Atari Jaguar press conference, 
Cf/U^interviewed Trip Hawkins concern- 
ing 3DO’s plans. In particular, CGW 
asked if 3DO had settled upon a storage 
scheme for their new game system, and why a 
disk drive or flash memory was not chosen. 
Hawkins responded that the designers had 
opted for a 32K battery storage capacity on the 
machine itself. This would allow for a gamer to 
store his/her preferences and perhaps one save 
game state. Asked if this wasn’t too limited for 
storage capacity, Hawkins drew from anecdotal 
evidence concerning liA’s heyday of interactive 
stories. Lie said that designers were always 
urged to get the save states down to well less 
than 32K. “Anything more,” contends 
Hawkins, “is inefficient 



vide when the basic tlelivery system would be 
CD-based. He did observe that flash memot)' 
may be manufactured for the machine in the 
future, but said that nothing was definite. 

Asked about the one port for a coiitrol pad 
and the seeming limited capacity for multi- 
player interaction, Hawkins pointed out that 
the control pads could be daisy-chained to 
allow up to eight controllers. Showing CCWa 
production model of the Panasonic machine, 
he observed that the control pad rhat ships 
with the machine has to be at the end of the 
daisy chain, but said that additional pads 
would allow for the daisy chaining. 

C(7U^expre.ssed concern about the need for 
an expansion module in order to take advan- 
tage of the many fiiture^cripherals expected 
for the 3DO. Hawkins affirmed that the 
expansion module is definitely being manufac- 
tured by Matsushita (and possibly other hard- 
ware manufacturers) and will reach the market 
around the middle of 1994. 

Regarding the promised modem, Hawkins 
assured CdV^that companies are competing 
for their designs to be the standardized tech- 


Piige K) 
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nology for chc 3DO. He did 
reveal, however, ihat the 300 
architecture has been established so 
that the addition of a modem or 
other peripheral will simply extend 
the hus so that they add to the data 
path of the machine. 

Reminded that interactive tele- 
vision was part of the original 
promise of the 3D0 machine, 

Hawkins explained something of 3DO’s 
current strategy with regard to making the 
machines into set-top boxes for cable televi- 
sion delivery. He stated that the company 
could use the 3DO core technolog\’ with an 
analog television tuner. Genlock device 
with MPEG2 and a port for the CD drive. 
Providing a port for the CD drive saves on 
cost of goods (and many cable operators do 
not really want to spend the extra dollars 
per unit on a drive that they are not sure 
will eidiance btisincss). 

Queried about a digital future, Hawkins 


3D Adventures 
(left) and 
Crash 'N Burn 
(below) for 3DO. 



u ncquivocal- 
ly a.sscrted 
that 3D0 
could pro- 
vide for 
HD'I'V 
immediately. 

He then 
noted that 
they would be way ahead of the growth 
ctirve on that technology to build the capa- 
bility into 3DO now and questioned 
whether cable operators would be willing to 
implement very many HDTV channels ini- 


tially, since there is a bandwidth problem 
(one would be able to broadcast less 
HDTV channels than NTSC channels). 
“Whenever there is a sufficient HDTV user 
base,” Hawkins continued, “there will be a 
3DO machine to serve it. We could do it 
now. We'll do it better in the future.” 
Questioned as to why 3DO is not the 
set-top box for any current interactive 
television tests, Hawkins observed that 
the company was not committed to 
manufacturing custom prototypes. 

“1 hat way, you can easily end up with a 
4,000 unit kluge that you won’t be able 
to use anywhere.” 

After the inteiwicw, Hawkins demon- 
■ strated sampler programs on the 

Panasonic production unit. CGWwas 
impressed with the Cinepak video perfor- 
mance and the firmware (permanently 
installed software). 1 he performance was 
impressive on all counts, and wc await the 
release this holiday season. 


Can We Talk? 

New Hardware Offers Voice Recognition And 3D Sound 


“Mr. Chekhov! Fire when ready. ” 

S tar Trek fans who have dreamt of 
barking orders from the command 
chair of the U.S.S. Enterprise may 
soon have reason to shout out loud. Sierra 
Semiconductor’s new Hr/V? chipset, when 
ceatned with Interplay’s new version of Star 
Trek: The 25th Anniversary^ may make 
curt, overacting Shatners of many comput- 
er gaiiiing fans. 

’[’he new Aria chipset featured in a new 
wave of sound cards from Diamond, 
Computer Peripherals, Inc. and 
Prometheus offers several gaming enhance- 
ments, including a voice recognition sys- 
tem that actually works. The chipset’s 
Listcnervoxce recognition is unique in that 
it does not need to be trained to the user’s 
voice. It uses a “database” of 70 different 
voices to allow for a wide range of pronun- 
ciations and verbal idiosyncrasies. One 
need only select the Aria Listener 'joxce 
recognition option in their game setup, and 
the game is all ears. The system, as imple- 
mented in Interplay’s Star Trek°amc.. 
worked quite well and impressed a skepti- 
cal CGlVstaff. The first three episodes of 
the Star Trek will be bundled with 
products in the future. Several other 
companies have committed to supporting 
Aria as well, among them Bethesda, Id, 
Impressions, LucasArts, Maxis, Sierra, and 
Twin Dolphin. 

Voice recognition is not the only Aria 
feature to speak of In addition to provid- 
Novanber 1993 


ingOPL-2 (YM3812) PM emulation and 
wave table .synthesis, the DSP offers 
QSnnnd, a .system that creates 3D audio 
with two speakers. A pilot in a flight sim 
using could hear bullets stitching 

his tail from behind, and in a game like 
Wolfenstein 3D, one could hear the sounds 
of Nazi guards echoing from side corridors. 
With a decent set of speakers the effect is 
vciy realistic. 

The hardware power behind these fea- 
tures is a non-proprietary DSP (digital sig- 
nal processor) from Texas Instrmnenis. The 
DSP delivers Arias sound enhancements 
without stealing additional processing 
power from games. Thus, a gamer could 
have QSound, digital audio, and wave table 
synthesis, or voice recognition, digital 
audio, and wave table synthesis running at 
once, without any degradation in game 
performance. 

At a projected street price under 
$200, the /Ir/rf-equipped sound 
cards may give gamers a tanta- 
lizing sound solution. And since 
the cards will he software 
upgradable, owners will nor have 
to scrap the board in the future if 
they want enhancements to the 
FM emulation and wave table 
synthesis; they can upgrade with a 
simple .software installation. 

For more information on the 
Aria chipset, contact Sierra 
Semiconductor at (408) 263-9300. 


Laptops Take Flight 


v 


aptop owners grounded by their 
portable’s lack of a joystick can finally 
■get a grip. Two companies have relea.sed 
products which allow a joystick to be con- 
nected into a laptop’s .serial or parallel port. 
The two products already support a num- 
ber of popular flight and racing sims. 

Genovation’s Parallel Game Port is a 
small adapter that enables gamers to plug a 
joystick into the parallel port of their 
portable computer. A 3 1/2-inch disk has 
“patches” for several games, making the 
product compatible with X-Wing, Wing 
Commander U, Aces of the Pacific, F-15 
Strike Eafe in, World Circuit, Wolfenstein 
3D, Strike Commander, Red Baron and 
Stunt Island. In addition, consumers receive 
a toll-free BBS line for downloading new 
game patches, bringing the total number of 
supported games to more than 50. The 
product performed flawlessly in a casual, 
two-hour test with Microprose’s F-15 
Strike Eagle III. 

The 

Genovation joy- 
stick adapter 
offers the poten- 
tial for a highly 
customized joy- 
stick. Because 
the product luses 
the laptop’s par- 
allel game port, 
128 keys can 
be pro- 
grammed for 
different func- 
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game. No joystick has that 
many buttons, but the trend 
towards more buttons and 
greater control on joysticks 
won’t be lost with this product. 
Genovation’s Parallel Game 
Port\s available now for $45. 
For more information, call 
(714) 833-3355. 

The Notebook Gameport 
from Colorado Spectrum 
enables joystick and mouse 
connection through a laptop’s 
serial port. A disk is included 
with a joystick driver; installa- 
tion is painless. The Notebook 
Gameportis supported by F-15 
Strike Eagle III, X-Wing, 
Microsoft Flight Simulator 4. 0, 
Mig-29 and Falcon 3. 0. 

Support for other games is 
expected in the near future, 
including Aces Over Europe, 
Speed Racer, World Circuit, 
Wing Commander, Strike 
Commander, and others. 

Colorado Spectrum’s 
Notebook Gameportis available 
for a suggested retail price of 
$49.95. For more information, 
call (303) 225-6929. 


T hose unimpressed by the video quality of 
current multimedia products should take a 
look at Sigma Design’s ReelMagic The 
card attaches to a video card’s feature connector 
and will allow gamers to view MPEG video at 30 
frames per second at full screen resolution, 
whether on a 386- 1 6MHz or a hot-rod 486. In a 
demonstration of the hardware, CCW'^saw a Bon 
Jovi video playing as clearly and smoothly as on 
MTV, with CD-quality sound. The playback 
program ran in Windows, and the CD was play- 
ing off of a single speed CD-ROM drive, 
ReelMa^c d.c\\\twts this 
incredible performance by 
doing MPEG video decompres- 
sion on its own on-board 
processor. The processor churns 
away at the video decompression 
independently from the comput- 
er’s processor. Even on a single & 
speed CD-ROM, the result is high Ipir^ 
quality video without the annoying 
drive-access pauses associated with 
current CD-ROM titles. 

The ReelMagic also incorporates 1 6-bit 
sound with OPL-2 FM synthesis, making it 
Sound Blaster and Ad Lit compatible. Sigma 
Design plans to incorporate the OPL-3 in their 
next generation product. 


Many multimedia game publishers who have 
had to degrade the quality of their video to deal 
with current hardware limitations are very excited 
about the card. Access, Interplay, Psygnosis, 
Readysoft, Sierra and Trilobyte, among others, 
are currently developing titles that will take 
advantage of the card’s capabilities. Interplay’s 
Lord of The Rings CD-ROM, featuring footage 
from the Ralph Bakshi film, and Trilobyte’s 
sequel to The Seventh Guest, 
The Eleventh Hojir, will both 
feature MPEG video footage. 
A special version of 
Activision’s Return to Zork 
will be packaged with the 
initial release of the board. 



As it is based on the 
MPEG video standard, the 
card with be compatible 
with an upcoming 
VideoCD standard. The 
standard will allow movies to be played 
from a standard CD-ROM. With the current 
compression algorithms, 74 minutes of S-VHS 
video and CD-quality audio can be packed onto 
one standard silver platter. 

Look for the ReelMagic cxsxA this holiday sea- 
son at a suggested list price of $449. Sigma 
Designs can be reached at (800) 845-8086. 


Commodore Puts In Its 32-Bits Worth 


T his September’s World of Commodore 
Amiga s]\o\w in Pasadena, CA saw the 
unveiling of Commodore’s Amiga 
CD32. In their traditional low key fashion, 
Commodore quietly introduced its new 
gaming console, scheduled for US distribu- 
tion in November. But don’t expect to run 
down to your local Toys-R-Us and pick 
one up in time for the holidays. The limit- 
ed holiday season distribution will only tar- 
get key cities; mass distribution will not 
begin until January. 

Commodore’s Amiga CD32 is the first 
32-bit game console available to consumers, 
and the only one currently employing a 
double-speed CD-ROM drive. Retailing 
for $399, the Amiga CD32 also debuts sev- 
eral hundred dollars below the 3DO and 
the Jaguar with CD drive. 

A CD-only gaming platform, the CD32 
provides no cartridge slot. Based on an 
Amiga 1200, the CD32 employs a l4MHz 
68EC020 Motorola processor; 2MB 32-bit 
RAM; custom processors for video, graph- 
ics and sound; and a double-speed CD- 
ROM drive. Outputs allow for connection 
to NTSC composite color, S-VHS and 
standard RF modulated TVs, plus stereo 
headphones and stereo audio jacks. The 
custom graphic chips allow 256,000 colors 
to be displayed at once, with an expansion 


bus provided for an MPEG-1 full-motion 
video module (available by year end for 
about $200). An 1 1-button controller fills 
out the package. Supported are standard 
audio CD, CD+G 
and the new 
VideoCD standard 
for movies on com- 
pact disc. 

Third party 
support is provid- 
ed for system 
expansion with 
ports for two 
game con- 
trollers/joy- 
sticks, a serial 
port, local and 

video bus connectors and several 
auxiliary ports. Inevitably, hardware add- 
ons will soon appear (mice, controllers, 
memory cards, keyboards and virtual reality 
headsets), provided the CD32 gains its nec- 
essary market penetration. 

A significant amount of software will be 
available immediately. Limited compatibili- 
ty with CDIW, Commodore’s earlier CD- 
based machine, offers existing titles that 
will play in the CD32, including a mix of 
24 games and educational programs. Many 
Amiga computer titles (from floppy-based 


products) are being converted for the new 
console, too. As far as new CD specific 
titles go, several game developers are hard at 
work producing games designed to exploit 
the CD32’s capabilities. These are, among 
others, Maxis, Ocean, Psygnosis and 
Virgin. Look for Jurassic 
Park, Zool 2, Diggers, 
Microcosm, Defender of 
the Croiun 2, Dune and 
SimCitym the upcoming 
• months. 

Will CD32 Succeed? As 
with each of the new sys- 
tems ready to emerge (3DO, 
CD32 and Jaguar), the ques- 
tion of the CD32’s future 
remains open. If Commodore 
sticlcs to their traditional mar- 
keting plan (of stealth-like, 
atrophic advertising), they could deliver 
their new gaming machine stillborn. Yet, as 
it stands, the CD32 has a good chance of 
getting an early lion’s share of the 32-bit 
and beyond console game market. It’s cer- 
tainly the most cost effective alternative at 
present, and the most expandable console 
device to arrive thus for. For more informa- 
tion, contact Commodore Business 
Machines, Inc., 1200 Wilson Drive, West 
Chester PA 19382, (215) 431-9100. cgw 
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Sneak Preview 





Gabriel Knight 
Explores The Shades of Gray 


hy Johnny L Wilson 




Snenk Previews offer early coverage of games still under development. 


L ife is full of concnists: lighc and dark- 
ness, good and evil, pleasure and pain, 
sorrow and joy, life and dcadi. Though 
most of us- would prefer to focus on the 
positive side of these poles, the positive as- 
pects would not be as attractive without the 
negative to cast them in relief. Sierra’s Gubrid 
Knight: Sins of the Frtther takes seriously the 
juxtaposition of these contrasting elements. 
Everything about the game emphasizes the 
struggle between light and darkness, good 
and evil, love and betrayal. From color palette 
to soundtrack, background story to puz/ic 
clues, this game emphasizes personal struggle 
within the context of this dialectic. 

In other words, Gabriel Knightxs that rarity 
in computer games, a work that is artistic 
enough to convey a message and present real- 
istic characters so that the player really cares. 
It is more of a vicarious experience than it is 
intellectual exercise. The puzzles are inte- 
grated into thestory line , so effectively that the 
gamer genuinely feels like he or she is discov- 
ering more of the stor)', rather than jumping 
through a series of mental hoops to get to the 
next chapter. I'he conversation branches (ea- 
ture so much variety anti so much charac- 
terization that one feels that there are 
authentic characters rather than game con- 
structs in the story. The dream .sequences that 
advance the story arc psychologically consis- 
tent with the way our minds symbolize the 
problems with which our subconscious wres- 
tles in sleep. 

For Mature Audiences Especially 

It is the kind of dream that causes stomach 
muscles to contract, pulling one into a sitting 
position from out of a restful sleep. The bon- 


fire boils menacingly in the mind’s eye. The 
leopard costume of the priestess blends the 
human and creature together, evoking the 
primitive, the dangerous and the sensual. Per- 
spiration and grimaces accent the native 
drumbeat, beating subtly in sync with the 
dreamer’s heart. The snake, that curious sym- 
bolic blend of evil and wisdom, death and 
regeneration, wraps around a neck. Suddenly, 
it is personal, fhe snake undergoes a meta- 
morphosis into a hangman’s noose tethered 
about the dreamer’s neck. 

Such is the dream sequence that opens Si- 
erra’s Gabriel Knight: Sins of the Father. It was 
the first time I’ve actually experienced fear 
when viewing a computer game and that’s 
because the designer understands where 
real horror exists — within the human 
mind. Jane Jensen, co-designer oi King’s 
Qiiest V! and the designer of Gabriel 
Knight, understands horror. Shirley 
Jacl^on, Anne Rice and Stephen King 
are her inspiration. These novelists 
should be proud of their admirer’s crea- 
tion. It is a study in contrasts, a fascinat- 
ing and, at times, frightening tale. 
Indeed, there is a po,ssiblc cameo in 
which an Anne Rice character may ap- 
pear at Napoleon House (a location 
based on an actual restaurant in New 
Orlean-s). 

As Clabriel explores the immediate 
problem, the ritualistic voodoo murders 
in New Orleans, he discovers that his 
entire family has had a checkered past. 
Images of slavery, prejudice, superstition 
and hypocrisy blend together in the 
background story, a talc where betrayal 
conquers love. Fortunately, in the midst 


of the p.sychological horror implicit in the 
game, Gabriel has the opportunity to reverse 
the deeds of the past. 

Gabriel Knight is an exceptional blend of 
art, game and understanding. It is for mature 
audiences for all the right reasons. It does not 
use frivolous nudity, gratuitous violence or 
abrasive language to garner this reputation. 
Rather, it offers an adult and refreshing per- 
spective on the characters and situations 
within the game. Take, for example, the char- 
acter of Gabriel himself Gabriel is a biblio- 
phile who wants to write a detective novel. As 
such, he unfolds as the kind of person who is 
willing to “use” people. Conversations reveal 
that he is not beyond considering women as 
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they wane from the detailed background and 
subplots of the story in interactive conversa- 
tion mode. These are not simply conversation 
trees built off key words that exist simply to 
advance the story. The conversations arc real 
attempts to enrich the concept oF character in 
a computer game. Tor example, one can in- 
sult Moseley and flirt with Malia (the femme 
fatale, lady of mystery), as well as ask ques- 
tions. As Jensen observes, the interactive ap- 
proach to storytelling is ideal because one can 
fit in a lot of material that would have to be 
trimmed from a more linear approach be- 
cause of pacing. Now, the gamer decides how 
much of the exposition will be unveiled at a 
given rime. 

As in the best fiction writing, the characters 
came to have a life of their own during the 
development of the game. There was a time 
when the plot required Gabriel’s friend 
Moseley to be killed. Yet, as the conversations 
were written and Gabriel’s relationship with 
Moseley became more integral to the stor)', 
Jensen elected to keep him alive. One of the 
characters was so real that she used the same 
name as a real voodoo priestess in New Or- 
leans. Jane had to quickly change the name of 
the character after seeing the real-life name- 
sake on television. 

We like that. Art that imitates life is an that 
is relevant for those who enjoy living. (Jabriel 
Knight: Sins of the Fnther stands a chance to 
be the kind of stoiy we’ll never forget. It 
certainly may prove a point as to whether 
gamers merely want new technology or 
whether they want an in-depth setting/story 
to explore. Gabriel certainly exceeds 

the standard in the latter, cgw 


objects; one definitely gets the feeling that he 
doesn’t mind being inconsiderate in the tasks 
to which he puts his lovely assistant, and he 
doesn’t even consider the risks he takes with 
Detective Moseley’s career (the supporting 
cast member who supplies him with official 
police information). As the realistic charac- 
ters confront very difficult choices, one real- 
izes the mature nature of the stoiy. Before the 
game is over, the character may be well on his 


way to a new career with new understanding, 
and the mature gamer may have more sophis- 
ticated perceptions of what love and sacrifice 
mean. The less mature will simply not get it. 

The graphics underscore the entire theme 
of the game because the artists have used dark 
palettes for most of the backgrounds, ena- 
bling the use of numerous styles of light 
sources to illuminate the scenes. These run 
the gamut from bonfires and torclics through 
street lamps and refracted light. The theme is 
also visually enhanced by icon systems (the 
snake, the dragon, the medallion) which re- 
cur in unexpected places and implicitly re- 
mind the gamer of the quest itself. Further, 
the graphic artists on the game are aficionados 
of graphic novels, so they advance some of the 
story with transition screens resembling pages 
found in higher quality works of this nature. 
This, along with the talking profiles during 
the conversations and animated sequences 
(dreams and other free-running events), 


There Is Nothing Like A Jane 


The most refreshing aspect of the 
game, however, must be the marvelous 
perspective which Jane Jensen brings to 
it. As a female writing about a male 
protagonist, she injects a fair share of 
humorous needles into any male player’s 
ego, but she brings the strength of a 
people-oriented way of looking at prob- 
lems. Much of the game emphasizes 
conversations. Jensen says that the 
strength of this tool is the fiict that 
gamers can glean as much or as little as 


breaks away from the familiar Sierra 
look and offers a nice change of pace. 

The music is also thoughtiully inte- 
grated into the game. Bob Holmes is the 
primaiy composer and has a theory con- 
cerning scene-specific compositions. 

Each room in the game will have a spe- 
cific theme, as will each of the free-tun- 
ning animated sequences. For example, 
Honnes will use piano instrumentation 
to catch the light side of New Orleans, 
but strings and pipe organ instrumenta- 
tion in a requiem style for the scenes that 
emphasize darkness. In the dream se- 
quences, there ate lots of percussion, 
particularly timpani. Holmes gets tre- 
mendous assistance in the sound cate- 
gory from professional R&B 
percussionist, Orpheus, who not only 
orchestrates the percussion and rhythm 
aspects of many of the pieces, but is a 
master of sound effects, as well. The 
floppy disk version of the game will be 
fairly rich in sound effects, btit the CD 
version may well be the most sound 
effect-intense game product yet. 

Finally, the care in which the chrome 
of the game is integrated with the sub- 
stance can be illustrated by considering 
tbe casting of voice talent for the CD version 
of Gabriel Knight. Tim Curry of Rocky Horror 
Picture Show fame will play the part of 
Gabriel. Michael Doran ol Star Trek: The 
Next Generation will play Dr. John. Long- 
time television star Efrem Zimbalist, Jr. will 
play Wolfgang, Mark Hamill will play 
Gabriel’s friend. Detective Moseley, and 
Rocky Carroll of the television series Aocwill 
play Willie Walker. 

'Fbe interfiicc is rather typical for the Sierra 
icon-based system, though it does offer some 
new features to enhance the conversational 
aspect of the game and a graphic look 
consistent with the old New Orleans 
setting. 'I'here isn’t any revolutionary 
new technology in the game, just a 
smooth integration of existing tools 
around a remarkably well-rounded de- 
sign. The game itself is divided into 
various days with a series of Must Do’s 
which have to be completed before the 
game will advance. Tliis keeps the pac- 
ing taut and the frustration level down. 
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Kiss Conventional 
Logic Goodbye 
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o\v you see ir. Now you don’t. The land of Kyrandia is disappearing piece by piece 


and all the evidence points 
elusion: a curse. {Jf Thus 
second in the Fables &" Fiencis" 



toward one perilous con- 

‘ I ■ 

^ begins The Hand of Fate^ ^ 
series, where you are 


the offbeat, young mystic who must voyage to the center of the world to break 







the spell. Out of sync and out on foot, your aberrant journey reveals nothing 
is what it seems, Everything is what it 

isn’t. And friends on 

the t w' i s t e d edge of c i n c m a g r a p h i c entertainment, W e s t w' o o d Studios has 
designed more puzzles and gameplav in the first few chapters of 
The Hand of Fate 
The Legend of Kyrandia! 
advanced graphics 

on the market are first pencil tested, then painted 
on-screen to surrealistic perfection. Breaktlirough 


Trnli^ht technology 
ically for a fuller, fourth 


illuminates each scene more cinemat- 
dimensional picture. The new 


State of Mind System^ along with superior intuitive interfacing, enables vou and 
over 50 characters to change your mind, mood and 
mayhem based on preceding events. Don’t just 

play with your mind. Change the way your mind plays. 
Grasp The Hand of Fate and kiss conventional logic goodbye. 
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Review 



W hilt starts out as a relaxing morning 
in 21 12 AD San Francisco, sipping 
a little joe as you peruse the news- 
fax reports on the Phoenix cult, turns into an 
all-out .s[)rint lor your life. You thought that 
was all behind you; you have 50 million in 
the bank, a nice condo with a private elevator, 
and the smug confidence of" one who has 
saved the world. Now, an alien artifact many 
kilometers long has appeared at the edge of 
the solar system, whipping the Assassin-lov- 
ing Phoenix cult into a frenzy and forcing the 
United Nations into aroiind-ihe-clock plan- 
ning sessions. . .and now they want your help. 
Just as you begin to think it over, an anony- 
mous informer tells you that you are the next 
target for a Phoenix cult hit squad, and 
they’re making their way to your condo right 
now! 



In Gateway, Legend’s first offering based on 
the Hugo- and Nebula-winning hard science 
fiction of Prederik Pohl, Earth was blessed 
with the discovery of a space station left or- 
biting the Sun some 500,000 years ago. The 
space station, called Gateway, was a treasure 
trove of high-technology left by the race 
known as the Heechee. Sadly, this treasure 
came with a curse, for not only did the 
Heechee leave behind 1,000 faster-than-light 


by Paul C. Sclniyleiua 


starships in perfect condition, but also evi- 
dence of the A.ssassins, a race of aliens whose 
hobby was hunting and destroying any civili- 
zation that had made the technological jump 
into faster-than-light travel. 

Gateway followed the player on a series of 
prospecting missions in the ancient Heechee 
ships, and finally on a mission to set up a 
giant, multi-planet scrambling device, aimed 
at obscuring the entire Milky Way from As- 
sassin sensors. HomeworUL Legend’s latest 
game based on Pohl’s Heechee saga, takes up 
where Gateway left off. Hoineworld is not 
taken directly from one of Pohl’s works, and 
he is only given a one line credit on the back 
of the game box, yet the game is a rich and 
fa.scinating story which maintains the proper 
feel of Ponl’s original fiction. 

Homewor/d\s an adventure game in which 
the player takes on the role of the story’s 
protagonist, fleeing from an initial assassina- 
tion attempt and falling headlong into a 
sweeping, galaxy-wide story centered on the 
mysteriotis artifact which has appeared near 
Pluto. Is it a Heechee ship, over Haifa million 
years old, or is it a tool of the Assassins, 
coming to wipe out the race? 

Homeworld, with its rich prose and ad- 
vanced input parser, feels like an extension of 
the old Infocom text-only 
games, even though it pre- 
sents the player crisp, 

Super VGA graphics. The 
game screen is divided up 
into a numberof windows 
that provide access to a 
movement compass, a 
scrolling list of action 
verbs, a list of object 
nouns (essentially an in- 
ventory list of what the 
player is carrying and 


what is in the immediate vicinity), a text box 
for descriptions, and a small window where 
the first-person graphics are displayed. 

rhe interface is one of the most unusual I’ve 
come across in today’s world of “icons cveiy- 
where,’’ and it is at once a boon and a bane. 
The scrolling windows and “traditional” text 




input line allow the player to assemble clear, 
but incredibly detailed actions, and pulling 
the verbs from a scrolling list ends the old- 
time “command not understood” headache 
of text adventures. On the other band, the 
interface is rather clunky, requiring the player 
to scroll through a long list of verbs to see if 
one fits, with no easy way to switch back and 
forth, mid-command, between mouse selec- 
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The Ultimate Multi-Plaiier Conquest Shnulotlon 

F inally, you can conquer your friends in state-of-the-art graphic spiendor! Amass armies with your choice of units, then invade! Watch 
your back, though - you'ii need to divide your forces with care to avoid being conquered yourseif! 


Global Domination is turn-based and features modem play; a wide variety of historic opponents from which to choose; rahdom worid 
generator; large number of units; spies; dipiomacy & subversive activists; by far the best graphics and sound ever seen in a conquest 
game; and even more fun than Napoieon had at Waterloo! 
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cion and typing. To niy mind, the interface 
feels like a development tool, an interface 
used by designers to test the game rather than 
a polished and ergonomic finished product. 
It could be that I am just jaded from playing 
countless games with less imposing interlaces 
that don’t dominate three-quarters of the 
game screen. 

By blending the use of a first-person graphic 
with a text description. Legend has hit on a 
way to get the most inlormation pos- 
sible to the player. The graphics are 
static “slides” of what the character 
sees, and objects disappear from the 
scene when they are taken, but there 
is no animation in the standard in- 
terface. Each time the character en- 
ters a new locale, a new slide is 
presented along with a text descrip- 
tion. The player can click the mouse 
on the graphic window to pull up a 
text description of the various ob- 
jects, and a double click will serve as 
a “take” command, placing the ob- 
ject in the character’s inventory. 

While the command interfiice 
feels awkward to me, 1 enjoyed the 
picture/text combination used to 
present the game’s data. I truly felt 
that 1 was immersed in a rich, complex world 
in which even the simplest observations, such 
as examining a leaf or a robot arm, yielded a 
detailed and complex description. 

While the graphic “slides” are static, the 
game does provide some gorgeous cut-scene 
animations and scrolling pans across beauti- 
ful panoramas. Unfortunately, it’s obvious 
that several different approaches were taken 
to render the various scenes and animations, 
resulting in a lack of continuity. An example 
is a gorgeous still painting of a probe ship 
ready to blast into space. The detail is won- 
derful, but later, when we see a 3-D anima- 
tion of the probe ship flying, only by context 
do we recognize it as the same ship: the color, 
shape and lines are all different. 

The heart of Homeworld is its prose, and 
there are two things to note about it: first, the 
detail and depth of the game truly shows in 
the multitude of objects the player can ex- 
plore and examine, and never once did 1 
examine something only to receive a one line 
“you see a bowl” or “you see a box” response. 
Every time something new appears, the de- 


scription is intelligent and rich, and even the 
simplest objects have color, texture and 
weight. 

On the other hand, it is obvious that the 
text wasn’t written by Pohl, or a professional 
writer for that matter. While I was hard- 
pressed to find any technical errors, and while 
the descriptions were incredibly rich, the 
prose still had an amateurish feel to it. The 
language was often “chatty,” and dialogue 
phrases like “What do I do when I get the 
stuff’ didn’t seem to fit the proper tone for a 
character conversing with an emissary from 
an ancient and liighly intelligent race. The 
descriptions of the various alien lilelorms felt 
slightly ethnocentric, with phrases such as 
“aliens with beady eyes” belying the awe ol 
discovering a new species. I'hat type ol flip- 
pancy goes against the grain of the hard sci- 
ence fiction of Pohl and brings the grade level 
of the game down a few notches. It is inter- 
esting to note, though, that this consistent 
flaw in the text of the game relates mostly to 


encounters with living organisms. The “hard 
tech” of the game, the computers, alien inter- 
faces and robots, are all described to the utmost 
detail, and the “pseudo-scicnce” of the game 
presents us with a wealth of detailed computer 
readouts and me:isurements. Probably the best 
advice J can give to die prose authors of the 
gome is to pick up a copy of Orson Scott Card’s 
Characters & Viewpoint, since they have nailed 
die inanimate down pat. 

This character problem spills over to the 
player as well. I felt as if my “player” was not 


an actual individual, but more of a moving 
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window on the world. Motivation and per- 
sonality seem to be entirely lost from the 
central consciousness. When he (1 assume he 
is a he, only because 1 am) is catapulted out 
into space, there is no sense of hesitation, no 
sense ol fear or regret in being forced out ol 
one’s home and life, and most importantly, 
no sense of awe or curiosity when the charac- 
ter encounters the many amazing objects and 
creatures in the game. A case in point is when 
the character runs into a robotic spider 
who has a penchant for sawing open 
human skulls while the victim is still 
alive; there is no sense of the fear, the 
horrendous fear the character must feel 
when encountering this creature while 
trapped in an alien environment. 

As far as general play goes, HonW' 
luorld'xs a science fiction lover’s dream 
come true. While I may have my prob- 
lems with the game, I liken the experi- 
ence to participating in a good, and 
very interesting, science fiction novel. 
There is a lot going on in HomeworU 
that made me stop and think, and 
times when 1 just nodded my head and 
said “cool!” The plot is lairly linear, in 
which the player moves Irom one puz- 
zle to the next attempting to escape 
situations and gather intelligence, and 
while the puzzles are not that difficult, they 
do require resourceful thinking. 

Homeworld comes packaged with a hint 
book, which is a great idea. More games 
should have included hint books, since most 
players will “slam into the wall” at least once 
or twice in every adventure game, and having 
a well laid out hint book will provide the 
answer without breaking the rhythm of play, 
or incurring the nasty expense of a 900 num- 
ber hint line. 

For a die-hard sci-fi gamer, this game will 
provide many nights of wondrous entertain- 
ment. My complaints, while significant, do 
not destroy the character of the game; it is still 
quite an achievement. HomeworldV'AS. the feel 
of a good sci-fi novel, with all of the pleasures 
of exploration and wonder that curling up 
with a good book provides, and the “Info- 
com-esque” fee! of the interface is pleasantly 
nostalgic. Wlien you sit down to play Home- 
world, make sure you have a cozy chair and a 
bowl of pretzels, because you’re likely to be 
“in there” for quite a while, cgw 
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But can your COMPUTER? 

Yesterday's high speed games have pushed your personal computer to its limits. 

Today's games are breaking them. 
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and Labor Warranty 


Fractal landscape created with VistaPro 3.0. 3D modeling 
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CD-ROM Review 



L ike Terry Brooks’ novels and Steven 
Spielberg’s Films, Sierra’s King's Qiiest 
games are probably beyond criticism at 
this point. King’s Qm/ is one of computer 
gaming’s few true brand names and, as with 
brand names in other Helds, one has to deal 
with the tradeoff between comfort and recog- 
nizability on one hand, and freshness, novelty 
and excitement on the other. It’s a choice 
everyone has to make for himself — go for the 
known quantity or try something differ- 
ent? — and for the most part people will make 
it according to habit, fhosc who liked the 
first five games will try — and enjoy — the 
sixth, while those who didn’t, won’t. 

'fhat said, there is a good deal about the 
CD-ROM edition of King’s Qjiest VI to rec- 
ommend it even to gamers who would not 
ordinarily pick up a King’s Qiicst game. If 
King’s Quest \s the vanilla ice cream of com- 
puter games, at least this particular scoop 



comes with some interesting toppings, such 
as the by-now-well-known introductory car- 
toon in which the brooding, hormonal Prince 
Alexander goes off on a sea voyage in search 
of his lost Cassima and finds, instead, ship- 
wreck, intrigue and danger. This impressively 
rendered bit of computer cinema may be 
laughable in terms of drama, but visually it’s 
incomparable — not quite worth the price of 
admission, but close. 

Of course, the cartoon is a holdover from 
the original edition, as are the game’s sto- 
lyline and all its puzzles. What the CD edi- 
tion adds primarily are voices, speaking every 
line of text in the game. (It also throws in a 
few bonuses, such as an “art galler)'” in which 
players can browse through all of the game’s 
background art and a short, full-motion 
mini-movie, accessible only to Windows us- 
ers, describing “The Making of King's Quest 


VI.") The voice actors pressed into seivice 
here are much stronger than the amateur crew 
Sierra assembled for King’s Quest V, though 
one still has the sense that they are trying a 
little too hard. Sierra boasts of a cast of “in- 
ternationally famous actors’’ but neglects to 
name even one; players are entitled, I think, 
to a measure of cynici.sm on this point. 

The narrator sounds like the fellow who 
narrated every grammar school filmstrip ever 
made, over-emphasizing all the goings-on in 
an awed, hushed voice. The actor who reads 
Prince Alex’s lines was clearly inspired by 
Disney films from the “Escape to Witch 
Mountain’’ era. Everyone breathes too much 
and speaks with too many exclamation 
points. But so what? Kids will love it and 
indulgent adults won’t mind, 

In all ocher respects the soundtrack is line, 
except for the odd claim Sierra makes chat it 
is coupled with a “revolutionary, patented 
lip-synching technology.” ’Phe technology 
may be patented, and it may even be revolu- 
tionary, but it’s not lip-synching. Ac least half 
the time a character speaks, the voice goes one 
way and the lips go another. Still, the voices 
are solid and the graphics are good; the Fact 
that the two are not perfectly coordinated is 
unlikely to send gamers back to the store 
clamoring for a refund. 

A word or two about the game’s plot is 
necessary, I suppose — but chat’s all, since 
anything more will only expose the paper- 
thin storyline. 'Phrough the use of a magic 
map. Prince Alex hops around among the five 
“Green Isles,” solving puzzles and collecting 
trinkets that will help him overcome obsta- 
cles. Quests are doled out in the most heavy- 
handed way imaginable (“1 will give you the 
s[)ellbook if you bring me a hook chat is 
rarer,” “I will give you the rare 
book if you bring me a complete 
sentence,” “I will give you back 
your ring if you bring me some- 
thing of equal value”), yet many 
gamers will find this straightfor- 
ward approach reassuring. 

The overriding goal of the 
game is for Alex to rescue Prin- 
cess Cassima from the evil Vizier 
Al-Hazared, who will othenvise 


take a cue from Prince of Persia and marry her 
against her will. Note, however, that unlike 
Prince of Persia, King's Quest P7is not set in a 
world of relentless evil. ’Photigh Alex has 
many opportunities to perish, it is clear 
throughout that he has washed ashore in a 
fairly innocent fantasy land. Not only docs 
the game have its share of gnomes, crying 
cabbages, and sassy, calking sticks, it also in- 
troduces the player to such mythical creatures 



as an honest pawnshop owner and a sea cap- 
tain who, chough nominally a rogue, waxes 
rhapsodic over how “pure” the princess is. 1 
kept waiting to meet a polite New York cab- 
bie or a truthful politician around the next 
bend. 

It should go without saying that [flayers 
seeking copious bloodshed, mind-bending 
puzzles, or complex characters ought to look 
elsewhere. King’s Quest VIh a heartily inof- 
fensive game full of light touches and not a 
great deal else. However, gamers who enjoy 
light couches will find that few games pull 
them off with as much grace as Ki)ig’s Quest 
VI. This is not exactly the highest praise a 
game could receive, but, by all signs, it is the 
highest praise to which the King’s Q;/«/ games 
aspire. For plain vanilla, King's (^uesi V/ on 
CD-ROM is about as good as it gets, cgw 
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Lands of Lore 
Doesn’t Look Back 


Westwood's New RPG Breaks With Tradition In Character 
Creation, Spellcasting and Gaining Experience 



F rom the folks who brought us Eye of the 
Beholder (EOB) and Legend of Dark- 
moon, Westwood Studios’ new Lands of 
lort* offers some familiar features to players of 
those earlier games. But Lands of Lore (LOL) 
also breaks new ground in a number of pleas- 
antly surprising ways. 


The player’s mission is to seek out and 
destroy the evil hag, Scotia, who has the 
ability to change her form at will. She tried to 
wipe out King Richard of Gladstone, who 
survived the attack, but was left in rather bad 
shape. Most of your quest involves finding a 
cure for Richard, and then hunting down and 
terminating Scotia with extreme prejudice. 


This makes the game a fairly linear one, 
with the group going from one location to the 
next in a pre-determined order. However, the 
structure is open-ended enough so that you 
can backtrack to most of the major areas, 
which may be necessary if you missed .some- 
thing important in one of them. 

Interaction with other characters is limited; 
as with the EOB series, the focus is more on 
hack n’ slash and puzzle-solving than any- 
thing else. Still, there are some people 
around, and they give the world a bit more 
depth, unlike the lifeless sewers ofWaterdeep 
and the tunnels of Darkmoon Temple. A few 
outdoor areas and a town add reality to the 
world as well. 

Graphically, the game is a step up from 
EOB. 'i'hc detail, especially in facial close-ups, 
is finer. The animation is good, spell effects 


have been improved with interesting visuals 
(my fiivorite is the Mist of Doom/Death 
Wand), and overall, Lands of Lore has a 
brighter appearance than previous games. 
The outdoors do need some work, however. 
When looked at sideways, trees and related 
scenery to have a 2-D appearance. 

Happily, feeding your party is not a prob- 
lem in this game. You can get on with your 
mission without having to fill up your inven- 
tory with supplies, or worrying about starva- 
tion. Considering how often the party will 
need to rest up and restore themselves, this 
was a good design decision. 

Since this is an original game, not based on 
Advanced Dungeons & Dragons, the experi- 
ence system and character creation are quite 
different from EOB. In fact, you do not create 
a character at all. Instead, you choose one of 
four pre-created characters (all males, alas) to 
be your hero for the duration. 

Each comes with three skills: fighting, 
magic and thieving. These skills increase as 
they are used. The more you fight, the better 
a fighter you become; the more you cast 
spells, the better a mage you become. In this 
regard, the game is closer to Dungeon Master, 
which used the same system. It is a much 
more sensible way of handling ability gains 
than giving improvements after ’X’ number 
of experience points. 

You do not, in fact, ever see any experience 
points at all, which is a pleasant change from 
most CRPGs. Ofeourse, they exist under the 
surface, but the display only shows three bar 
graphs that chart each character’s progress in 
the three abilities. This helps to keep the focus 
on “learning by doing,” rather than trying to 
reach .some numerical figure. 

In another break from tradition, there are 
no attributes like strength, intelligence, dex- 
terity and so on. You see only four stats: the 
character’s hit points, which go up with 
fighter ability; magic points, which increase 
with magic ability: might, which varies ac- 
cording to the weapon equipped; and armor 


protection, which changes depending on the 
types of armor worn. 

Going even further from the well-worn rut, 
Westwood has stripped magic down to the 
bare essentials. There arc exactly seven spells 
in the game; Spark, Heal, Freeze, Lightning, 
Fireball, Hand of Fate and Mist of Doom. 
These spells arc available (once found) to the 
entire party at all times, ‘'fhere are no spell 
books to worry about, no frantic flipping 
through long lists to reach the desired incan- 
tation, and no need to give up a weapon or 
shield to cast a spell. 



' Spark 
Heal; . 
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In a CRPG, that’s almost all you really 
need. Most games burden the player with 30 
or 40 spells, to little advantage. For instance, 
AD&D has Cure Light Wounds, Cure Seri- 
ous Wounds, Cure Critical Wounds and 
Heal. All of those do exactly the same thing, 
except at increasing levels of effect. The single 
Heal spell in Lands of Lorc\-cp\^ccs A\\ of these 
and achieves the same results by using power 
levels, which go from 1 to 4. The higher the 
level, the more potent the casting. 


The only thing missing in this otherwise 
estimable system is a protective spell or two: 
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a rather surprising omission, in hict. Some 
form of damage reduction or protection 
against physical or magical attacks would re- 
ally have been useful. 

Outside of this, the entire system has a 
pleasing simplicity that in no way detracts 
from the play of the game. It allows you to 
get on with it without having to worry about 
a lot of picky details. Hiis is one instance 
where less really is more. 



‘Auto-mapping is available 
and is one of the best 
around.’ 

Inventory management follows along the 
same lines. Instead of each person lugging 
around his or her own items, all et|uipment 
sits in a sliding pool, making it easy to review 
what you have. Only weapons and armor 
actually in hand or worn are not part of this 
pool. (Undocumented command: clicking 
on either arrow with the right mouse button 
will move the bar a complete section to the 
left or right, rather than one item at a time. 
It’s quite handy for quick scrolling.) 

Auto-mapping is available and is one of the 
best around. While it cannot be sent to a 
printer and you can’t write on it, the map will 
faithfully record all doors, stairs, buttons, 
chests, secret doors, pits, floor plates and 
special locations (shops, caves, etc.), both in- 
doors and out. No longer do you have to 
scrutinize every wall for a button or switch, 
or fill up graph paper with your own hand- 
drawn cartographs. I'he map is also scrol- 
lable, allowing you to look back at any time 
at any location previously visited. 

Most of the monsters in Lands of Lore are 
new, original and full of little surprises. Some 
can melt armor; others are “thumpers,” mak- 
ing the ground shake and thereby disarming 
everyone (nasty!): and there’s one type that 
can stun you with a single blow. Always be 
careful when coming up against something 
you haven’t seen before. 

The party itself will never have more than 
three people; for a good chunk of the game, 
it will consist of one or two. Your hero starts 
out alone and a little later picks up Timotiiy, 
who stays for a short while. He is replaced by 
Baccata, a four-armed wonder who does stay 
for the duration (so it’s okay to give him some 
of the good stuff). Much later, you also pick 


up Paulson, and he too remains with you to 
the end. 

As you can see. Lands of Lore has several vety 
good features. But, it also has a few that arc 
not so good. Combat, for example, has not 
improved much, if at all, since the £0/? series. 
In one instance, 1 was disappointed tliat noth- 
ing along the lines of the HOB ///“all attack” 
feature was implemented. While two or three 
people arc certainly easier to manage in com- 
bat than four to six, it is still a pain to click 
individually on the attack icons. Some form 
of auto-attack for hand weapons really needs 
to be added to the engine. 

Fighting tactics seemed more limited than 
in the HOB scries; the two most popular 
methods, backing up and slip ’n slide (also 
known as the Dance of Death) usually did not 
work too well here. Many opponents have 
distance attacks of their own, so backing up 
to fight from afar just gives them the chance 
to hit you with missiles or spells. Not all 
critters can do this, of course, but there are 
enough around who can to make backing up 
(when you have the room) a poor choice. 

Slip and slidehitting monsters did not fare 
any better in combat. Quire a few of the 
hosriles moved rather quickly, and there often 
wasn’t time to hit and run. Further, in many 
areas, the opponents come in large groups of 
five, six or more, and waltzing around is a 
good way to become surrounded (and dead) 
in a very short time. 

When critters gang up on you, expect some 
unusuallydifflcult fights. After taking out the 
first two or three, you often have to run away 
quickly to find a safe spot to rest up and 
restore the party, because everyone is in bad 
shape and out of spell power. While there are 
potions to restore hit and spell points, they 
are quickly exhausted in heavy fighting, leav- 
ing you with little or nothing for later. 

A few situations like this are acceptable, but 
Lands of Lon■^^C}Xts too many of them, adding 
unnecessary frustration to the game. Lots of 
monsters is one thing — lots of them coming 
at once from different sides is quite another. 

Related to combat, there is one .segment of 
the game that ought never to have been in 
there. Before you enter .Scotia’s castle, you 
come upon two races, the Xeobs and the 
Knowles, who are at war with each other, flic 
reasons for their spat is never given. Regard- 
lc.ss, you are forced co choose to fight for one 
side or the other; there is no way out of it and 
no way to bring peace. With nothing to go 
on, most players will likely make their choice 
based on expediency: whichever race they 
find easier to kill is the one they’ll go after. 

This is disturbing for several reasons. First, 
it has nothing whatever to do with Scotia, nor 
does it advance the plot in any way. Second, 
this situation is forced on you, with no alter- 
native. Third, and worst of all, you are com- 
mitting genocide, wiping out a race for no 
reason other than to get on with your own 
business. Why Westwood felt it necessary to 


include such an irrelevant and outrageous 
activity is a mystery, but we will hope that 
they don’t do it again. 

A sore point of a different kind is the pleth- 
ora of fancy weapons in the game. Everyone 
likes Neat Items, but we also like to know 
something about them. There are many 
named weapons here: Long Sword Entropy, 
Valkyrie Crossbow, Great Axe Master, Tri- 
dent Mandible, Rapier 'Falon, Mace Thum- 
per and Halberd Widow, to name onlya few. 

What’s so special about them is often diffi- 
cult, and usually impossible, to determine. 
You can learn something by equipping them; 
this will always have an effect on Might and 
occasionally on Armor Protection, as well. 
Beyond that, you have no idea, even with 
experimentation, what other abilities they 
might po.s.sc.ss (except Great Axe Master, 
which adds + 1 thief level when equipped, and 
the Valkyrie Crossbow, which raises natural 
thief ability quickly when used frequently). 

There isn’t any way to find out for sure, 
either. The game has no “Identily” spell and 
no one who can tell you about the item. 
There isa witchdoctor in the swamp who says 
he can tel! you about objects (for a price), but 
that is just so much fluff. I showed him the 
Entropy Sword, paid 50 crowns, and he re- 
marks, “Ah yes, that is the Long Sword En- 
tropy.” End of identification. Wonderful. 



‘Most of the monsters in 
Lands of Lore are new and 
original. ’ 


When fancy items, especially named weap- 
ons, appear in a game, there must also be 
some method for determining what, if any, 
special properties they have. It isn’t enough 
to provide the thing; players need a basis for 
making intelligent choices about which 
weapons to keep and which to di,scard. Going 
only by the might/armor protection provided 
by the item may not be tltc best course. 

Overall, Lamis ofLoreis a better-than-aver- 
age game of this type. It does have some weak 
points and design flaws which need to be 
cleaned up in future products. Still, the im- 
proved game engine and graphics, and the 
move toward streamlined play make it a game 
worth playing, especially if you enjoyed the 
first two £0£ adventures, cgw 
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Tips For The Tillerman 

Warning: Scorpia’s game solving wit cuts to the quick! Among her general hints there may be 
specific solutions lying in wait. Visit her lair with care. 


You luivc a choice of four cliaracters at the stare; of iliesc, Cotuad and 
Ak’shcl arc the best. Conrad is well-balanced, just as he says, and will develop 
nicely over the course of the game. Ak’shel is a dynamite mage; he starts with 
a lor of magic points, and frequent spell-casting will bring him up a couple 
of levels faster than anyone else. 

If you do take Ak’shel, remember that hit points only come with lighter 
levels and he starts off somewhat low in hit points. After you’ve improved 
him a bit as a mage, .switch around and have him do some lighting to beef 
up. 

The auto-map is a valuable cool. Check it frequently to see if you’ve passed 
any wall buttons, switches or secret doors. There are a lot of these in Lore. Be 
sure to save before you fool with them, as some are traps. 

There are several times when you will have to drop down into pits (the 
Draracle cave, for one). When there seems to be nowhere else to go, take the 
down express! Damage is always minor, so unless someone is badly injured 
before the drop, the party should be okay. Actually, everyone should be in 
good health before going down a hole, as monsters are usually wailing for 
you. 

A.side from weapons and armor, there arc a number of objects in the game 
' with obscure uses. Swarms arc one-shot weapons. Bezel cups both heal injuries 
and cure poison. Ace of Oblivion functions as a Mist of Doom spell, and Ace 
of Infinity restores magic points, To use such items or magic wands, pick up 
: the object, hold it over a character's attack icon and right-click. 

In the Upper Opinwood forest, inside one of the locked tree stumps, is the 
kyrie Crossbow, probably the best missile weapon in tli 


does it shoot miniature fireballs, but frequent use of this weapon raises Rogue 1 
skill quickly. . .and i don’t recall ever seeing anyone miss while using it. 

If you complete an area with keys remaining, you can dump them. 
Westwood indicates that some locks are harder to pick than others, and kcy,s^ 
arc provided in case you can’t get them open. 

The early stages of the game are pretty straightforward. Be sure to take a 
the good stuff Timothy may have (such as his rapier) before you enter the 
throne room in Cdadstone Keep. That’s where Timothy leaves you, and you 
neetl the good stuff more than he does. 

It isn’t necessary to buy anything at Buck’s Skins; before long, you'll have 
quite a collection of weapons just from exploring, fightingand opening chests. 
Besides, you need Roland’s money to buy passage back to Gladstone. 

The Draracle caves are where things start to get tough. The rat men are 
nasty opponents, so try to fight them in narrow corridors where they can’t 
gang up on you or surround the party. Keep your ginseng liandy in case of | 
poisoning. You can only use one eye (green or blue), so don’t worry that you 
didn’t get both wail sections open. The important things here are to find the 
silver cup (for the Draracle) and obtain the elixir recipe from the Draracle. 
Rest up if you can before leaving the caves — a welcoming committee is 
waiting outside. 

When you reach Opinwood, go over it thoroughly, but be careful — there 1 
are other things besides Ores lurking about. Do not open the door leading 
into the mines until you have the green skull from Upper Opinwood. 



Ttic critters who live in the swamp have something you nceci, so find the 
chief- as soon as you can. The Witcli Doctor can help with die riddle scroll. 
The frce?.c spell is u.seful for getting around. There isn’t much you can do 
about rhe swamp gas, sorry to say. 

The Urbish mines are nasc)', so take your time. The machine on level one 
must be fixed sooner or later. Be sure to pick up one red heart gem (dropped 
after a combat). You must leave here with Paulson in the party, as he has the 
Vaclen’s Cube that can destroy Scotia's barrier. In the right circumstances, 
the cube can be duplicated endlessly, which will he very helpful in the White 
Tower and Scotia’s castle. Save the game and experiment a little. 

When you reach Yvei Forest, stick to the west side of the map. 

Greater Ores arc running around in the woods, and they are tough 
opponents. When you get to the city, be sure to go into all the hou.ses 
as many of them have u.seful items. 

The White Tower is another tough place. On level one you have 
to deal with the Amazons. Most importantly, you have to reach 
Jana, the queen, who has a mystic key you need. Remember “ring 
for admittance." Close the two grates to stop slug creatures from 
appearing. 

Level two has the Hying one-eyed chickens that toss fireballs; if you see one 
coming, duck around a comer fast. They only use them from a distance, so 
you don’t have to worr)' about being fried in liand-to-hand fighting. 

Level three is the worst, being inhabited by ghosts. Use Vaelen’s Cubes (very 
effective!) and emerald swords against them. The snakes are not affected by 
the cubes, and they can be deadly. Weapons work against them, but you have 
to be quick. Expect to take more damage from snakes than anything else. 
From this level, you want the ivory key that opens the door on level one 
leading to the sublevel. The “faith door" is optional. Inside are two chests; 
you can only open one. Save and try both to see which one you like better. 

In the Catwalk Caverns (after the big fight), clieck walls for hand marks 
and use the Dark Gauntlet on them. Go over the caverns thorouglTly; you 


need two keys (one from the West and one from the North) to open the door 
leading to the Kowle/Xcob confrontation. These caverns are the last time 
you’ll be needing the lantern, so you can dump any extra oil flasks when you’re j 
done. 

I chose to fight the Xeobs, as they were easier. The Knowles .seemed 
impervious to any spell below Fireball, were extremely hard to hit, and they j 
were also thumpers, making the grotind shake. This disarms atid cau.ses i 
damage, too. Xeobs can dissolve armor, but were still easier to kill that 
Knowles. Both sides give you the same reward, so you might as well take the 
easier one. 

Scotia’s is a mean place, as you might expect. Level one has ghosts (usc( 
the cube) and flying axes (Freeze spell is good here). Level two has tlyingl 
eyes (can dissolve armor, kill these fast) and scorpion-like critters who can 
stun. Level three has only giant toads, but they are thumpers. Fortunately, 
they do not regenerate and are gone forever once you kill them off. /^l 
other monsters do regenerate, so expect many combats as you 
make your way around rhe castle. 

Be wary of traps. You may find yourself in a place from which there 
is no escape except the Restore option. Don’t go putting things into niches; 
you may never see them again (there is an exception to this on level three). 

On level one, there is a .section where you lose your automap. Don’t panic. 
'Fhe area you have to map (room of pits and spinners) is small, and the 
compass still works; just be patient and you’ll get through this. The automap j 
is restored when you reach level two. 

You want to collect two figurines from level one, one from level two, and 
one from level three. Do NOT visit Scoria until after you have rescued King 
Richard. 

At the final confrontation, only the whole truth can help you. You musd 
stop Scotia from doing any transformations or you’re done for. Once the^ 
Nether Mask has been neutralized, she can be killed with weapons and spells I 
(.save a Guardian for faster results). Good luck! CGW 




Sroughl Home! 


Strnte^^ Plus calls The Shadow of 
Yserhim'a cliaiiipion amoiij niiilliplay- 
cr fantasy games."Aiiil now llic cliaraii 
comes home in a deluxe single-player 
edition, ottering tiro same inlrigiie llial 
has already mesmerized over ,i0,000 
on-line players. Sierra's packed 
Yserbim with two additional tealiires 


Tiomioii. llic long-awaited single-user 
sequel to Yseiiim. and a chance to go 


on-line lor a monlli and battle other 
adventurers from around ihe country. 
Vbti'll build your character by com- 


pleting quests, acquiring spells, anil 
gaining experience. Then you can 
imiiorl your character into a multiplay- 


er environment where you can face the 
challenge alone or form your own 
band of heroes. 

Buy your weapons, armor and 
spells at Ihe local tavern. Then set 
out in search of the secret burietl 
deep in the heart of an ancient vol- 
cano. But play as though your life 
depends on it— or you could wind 
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Cfrike 


Strike Hard 


Tips and Tactics for Origin’s Strike Commander 


S trike Commander mixes elements of a 
role-playing game and a combat flight 
simulation to put the player in an ac- 
tion-packed, movie-like adventure. Because 
of the scripted nature ol the missions, the 
player has a ver)' well defined goal and must 
execute a linear sequence of intermediate ac- 
complishments in order to realize it. ’I'hough 
somewhat constraining. still grants its 

players considerable leeway in how they 
achieve these intermediate steps. Fven 
though every .S'nv^c’player has to complete the 
.same goals in each mi,ssion, there is plenty of 
room for individual style to shine through. 

Allocating Resources 

Most mi-ssion briefings give the player very 
little information to work with. Vague details 
about the target are given, but no photo- 
graphs or mission profiles are discussed. An- 
ticipated threats arc mentioned in passing, 
but the player is given no significant intelli- 
gence iniormation. It’s even difficult to know 
which weapons should be carried, further, 
the .squadron’s tight budget makes it difficult 
to stockpile weapons. Weapons purcha,scd 
immediately before a mission may deplete the 
Wildcats’ bankroll while being insufficient or 
inappropriate for tiie planned mission. 



The clement ofsurprise is an intended part 
of the game, but tho,se looking for flight sim 
fidelity rather than shoot-em-up action may 
find the surprises frustrating. Therefore, pre- 


by Toul "KC" Basbn}ii 

strike recon patrols arc usually called for. ! 
generally save games after completing each 
mission, then proceed to the next mission, 
read the briefing, and fly the mission with 
default armaments. Since each 
mission is identical eveiy time it 
is played, this allows me to get a 
good ideaofwhac I am up against, 

1 then restore the last saved game, 
buy the appropriate weapons, and 
execute the mission. Is this cheat- 
ing? By 5r;7^e!f rules, maybe. But 
remember; Strike hardly follows 
the real-world rules. A flight of 
f-l6s would never attack a 
ground target without first going 
over the site in detail, noting en- 
emy air defenses, and making 
some form of tactical decision on 
how to deal with said defenses. Besides, 
there's an old fighter pilot saying: il you ain’t 
cheating, you ain’t trying. 

Air-to-Air Combat 

As another old saying goes: Use the right 
tool for the job. In the case of Strike Com- 
mander air-to-air combat, the right tool 
seems to be the AIM-9M missile. Of the four 
air-to-air weapons available in Strike (the 
AIM-9J, AIM-9M, AIM-120, and 20mm 
cannon), the AIM-9M gives the best bang for 
the wargaming buck. Since 5rr/,(’cputs you in 
charge of the squadron’s finances, maximiz- 
ing available bang should be your top prior- 
ity, 

Why the AIM-9M? The AIM-9j is simply 
too unreliable. Although ver)' cheap (in rela- 
tive terms), its 6nm range, rear-aspect-only 
targeting restriction, and poor hit ratio makes 
for a very unattractive purchase. I'he AIM- 
120, although more reliable than the AIM- 
9j, is the most expensive air-to-air mi.ssilc at 
your disposal. At S200,0n0 per unit, itsdOnm 
range makes it ideal for long-range, BVR 


(beyond visual range) intercepts. However, 
BVR engagements wzw happen. Bandits will 
always appear out of thin airaboutSnm away, 
just inside the lOnm range ol the AIM-9M. 


Since the AIM-9M costs only $60,000 per 
unit, has all-a.spcct targeting capability, and a 
reasonable hit rate, why waste an extra 
$140,000 per potential kill using AM- 
RAAMs? Tlic 2()mm cannon is fitr cheaper 
than any missiL’ (it’s free, you never pay a 
dime for 20mm rounds), but due to the 
jerkiness of controls, many users find 

it extremely difficult to saddle up for a guns 
kill, Although it is possible, it takes practice, 
a steady hand and a fast computer, 
AMRAAMs have only one advantage: you 
can put two of them on the inside wing pylon 
which will only carry one AIM-9M. By using 
both types, you can carry up to eight missiles 
into combat, but by using only the AIM-9M 
you can only cany six. It’s a tradeoff. You 
cany the potential for two more kills (if all 
missiles perform perfectly), but it costs 
280,000 extra dollars. If you’re rolling in 
cash, then maybe it’s worth it, but I fount! 
most campaigns to operate on extremely tight 
budgets, and the AIM-120’s combat per- 
formance not good enough to warrant the 
extra expense. 
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Air combat in Strike \sn\ too dili'iciilt if you 
know [be secret: computer-controlled pilots 
rarely use tbe vertical, d'he A1 loves horizontal 
turn.s and will crank high-g circles all day. 
Simple vertical maneuvers by the human will 
almost always confound the computer-con- 
trolled pilots. For example, if a MiG-21 slides 
in on your six and you just can’t shake him 
no matter how many g’s you pull in hard 
turns, try rolling out slightly and execute a 
barrel roll. As you pitch up, the bandit will 
nearly always overshoot, and you’ll finish the 
roll by diving down into his six o’clock. Loops 
arc also a great way to shake bandits. 

Air-to-Ground Combat 

Most missions arc combination missions; 
fly to waypoint 1 , engage fighters, proceed to 
waypoint 2, attack ground target, fly to way- 
point 3, engage more fighters, etc. Since only 
a few mission failures (sometimes as few as 
one) can abruptly end your career, it’s im- 


1 perative to succeed on every sortie. This 
,j means the player has to be as proficient at 
bombing as dogfighting. 

In bang-for-the-buck terms, the Mk 82 
iron bomb is probably the best value for the 
Wildcats’ dollar. These do a reasonable 
amount of damage, but require accurate 
bombing skills and overflight of the target. 
Most targets require multiple attack passes 
(always a bad idea in combat), and multiple 
passes over heavily defended targets will al- 
most certainly mean damage to your aircraft 
(and more money out of the Wildcats’ 
pocket). 

In terms of effectiveness, the AGM-65 
Maverick is the clear winner of the day. Al- 
though it can’t destroy some of the larger 
targets, it’s deadly against vehicles, air de- 
fenses and small buildings. Being fire-and- 
fbrget makes it especially useful. On the first 
pass at a given target, fire a barrage of Maver- 
icks at the air defense batteries. This clears the 
skies for subsequent passes and allows you to 
rain truckloads of Mk 82s down on the target 
with little risk to your aircraft. Mavericks 
aren’t cheap, so they should be used sparingly 
to take out defenses, then followed by iron 
bombs to take out the high value targets. 

The Target That Won’t Die 

Sometimes it seems impossible to complete 
a mission. You follow the instructions to the 



letter, but still the mission was a failure. Anti- 
runway missions are the most commonly 
cited example. Many times, pickling Duran- 
dals until the entire runway is annihilated 
won’t complete an anti-runway mi.ssion. The 
key is to destroy some of the surrounding 
structures. After bombing a few extra build- 
ings you’ll get the familiar “Mission com- 
pleted, let’s head home” message. In some 
cases, direct hits on the runway aren’t even 
needed to complete an anti-runway mission. 
In one mission early in my career, all of my 
Durandals missed the runway, leaving me 
with only cannon and air-to-air missiles. I 
made several strafing passes on the surround- 
ing buildings with the 20mm cannon. After 
destroying a handful of buildings I was told 
the mission was complete and to return to 
base! The moral of the story is: if you can’t 
complete the mission, or miss with your pri- 
mary weapon, don’t give up! Strike seems to 
always give the player a .second chance, cew 
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Review 


FIRST ROUND PICK 

EA Recruits NHL Hockey 
From The Cartridge League 

by Gordon Goble 



^ ^ T T T Danny, these Canucks are 
1/1/ certainly a gafne bunch. Losers of 
» r their first seven games, tonight 
they 're giving the poiueifil Canadiens all dny 
can handle as they look for their first victory of 
this young season. " 

"That's right, Foster. An early first period 
77iarked by Stephan LeBeau looked as if it woidd 
stand up loitil little Cliffy Ronni)ig jaynmed 
home a rebound at the midway juncture of the 
third to send tis into this overtime. ” 



“The crowd at the Coliseum is standing and 
roaring their approval as the referee gets set to 
drop the puck for this five minute overtime 
session. . . it’s Ronning against Denis Savard on 
the face-off.’' 

“Marouelli drops the puck and Ronning flips 
itcjiiickly to Linden. Linden winds up ana slams 
a long blast. . . IT’S IN!!! . . . HOL V TOLEDO!! 
THE CANUCKS HAVE WON THE 
GAME... THE CANUCKS HAVE WON 
THE GAME!!!” 

Being a Vancouver Canuck fan for oli-so- 
many years has, until recently, been an exer- 
cise in frustration. Since their 1970 inception 
and prior to the esteemed Pat Quinn regime, 
the Canucks’ record has been anything but 
sparkling. 

In the real world the Canucks’ fortunes 
have begun to change, but on my computer 
they remain submerged in the ba.semcnt of 
the Smythe Division standings. It is just nine 
games into the 93/94 season and, aside from 
this glorious home ice overtime triumph over 


“Les Habitants,” the fans at Pacific Coliseum 
(or “Pacific Mausoleum” to we Vancou- 
verites) have had little to celebrate. 

Although curiously leading the league in 
penalty killing, the Canucks’ real-lifp power 
play woes have been digitally iniensificd in 
this computerized league, and they currently 
sic 24th and dead last at a pitifully inept 6. i % 
success rating. Compare that to the 23id 
place Hartford Whalers at 21%, and first 
place Quebec at 49%, and the sad story be- 
comes quite clear. 

But the courageous Canuclts will continue 
to strive forward (and perhaps win some re- 
spectability through time and experience) for 
one key reason; the human master of this 
game is thoroughly addicted. 

Electronic Arts has achieved with NHL 
a rare accomplishment in the realm of 
team sport simulations — a playing environ- 
ment that is Hush with realism, excitement 
and credibility. Players do what players do, 
action unfolds as it should, and victory is a 
constant challenge. Most importantly, NHL 
Hockey may prompt one to lorget that he or 
she is in control of mere images on a com- 
puter screen, and not much, much more. 

Licensed by both the National Hockey 
League and the NHL Player’s Association, 
NHL Hockey \s far from foihle-frce, and these 
misgivings will be explored later, hut the ma- 
jor elements work together in harmony to 
produce a cohesive product. Essentially, EA 
has taken the quick reflex action of the Sega 
Genesis/Super NES version of the game 
(NHLPA Hockey), added coaching and league 
management functions, thrown 
in a whole lot of statistics, and 
allowed up to 24 human com- 
petitors (one for each team in the 
NHL as of 1993) to compete in 
a full 84 game season. 

NHL Hockey is immediately 
endearing. As the program opens, 
a crystal clear voice-over by EA 
sports announcer Ron Barr wel- 
comes one and all, while a twirl- 


ing puck sits on-screen, flashing glimpses of 
real player animations on both front and 
backside, fhe letters “N,” “H” and “L” are 
everywhere, the cursor used to access the pull- 
down “Windows” type menuing system is a 
hockey glove, and one is left with the impres- 
sion that EA has spared no detail. 

Following the opening ceremonies, one is 
plunked into Sports Central, the primaiy in- 
terface for accessing gameplay, updating sta- 
tistics, and managing league transactions and 
play. Naturally, the first order of business is 
to leave the instruction manual on the floor 
and get into the game action as quickly as the 
whir of the hard drive vvill allow. NHL Hockey 
has an “exhibition game” mode for just such 
purposes. Pick a pair of likely candidates and 
begin. 



As the amiable Mr. Barr introduces to- 
night’s game, a scouting report listing the 
various weaknesses and strengths of both 
teams appears on the screen. Elements such 
as goaltending, power play and defense are 
analyzed, and an overall ranking is displayed. 
It is recommcjidcd that newcomers pick a 

Hockey 


NHL 



TITLE; NHL Hocki-y 

PRICE: St.9.95 

SYSTEM: IHM 

REQUIREMENTS; THb or Ix-IIct, VGA Kr.iijliics, 2MH 
RAM(EMS), 7MB h.iril tirive spate; 
• jpiK^s Atilib, Roland ,ind Sound 


PROTECTION; 

I'LAYERS; 

DESIGNERS: 

PUlillSHER: 


Bl.i^ler sound cards 

1-2 Ibc'ad-io-bujd) 

IXivu Wariic-ld, Richard Hillemjn 
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powerhouse squ;ul such as the I’cnguins or 
Canadiens, while odering Mr. Computer the 
lowly San Jose Sharks or d'ampa Bay Light- 
ening. NHL Hockey is anything but easy, and 
in the early stages any advantage is welcome. 



h'ollowing a pre-game display ol line-ups 
and scratches (which can be altered if one 
wishe.s), the llnal few strains of rite American 
or Canadian national anthem are played, the 
appropriate billowing flag flown, and the 
contest is underway. The player has one view 
of the ice, and one view only, a 3/4 angle from 
the end of the rink, although when action 
moves down ice, the screen pans with it. As 
fans of Bethesda’s Wayne Gretzky Hockey \\\\\ 
tell you, this perspective (brought about just 
last year in \Vay)ic Gretzky 3) coitveys much 
more of the unfolding action than an over- 
head shot was ever capable of doing. 

A joystick is highly recommended for NHL 
Hockey -tis almost every action can be control- 
led through the stick and its two buttons. The 
player will have personal control over just one 
of his players at any given moment (while his 
other charges will behave in an intelligent 
manner), but depressing Button 1 will shift 
control to the skater currently closest to the 
puck, furthermore, anytime a player gains 
possession of the puck, he then will become 
manually controlled. Button 1 is also used to 
make a pass, and Button 2 to blister a shot. 
Unfortunately, NHL Hockey not allow 
for velocity modifications to either the shot 
or the pass. 

The pace of play is quick, and even the 
shoddiest of opposition will pass and sweep 
down the ice with remarkable precision. Early 
on, ii behooves one to slow the play down 
when needed and get a solid grasp on passing 
withotit losing possession of the ptick. 
Thankfully, there are no gtiaranteed set plays 
in NHL Hockey upon which one can always 
depend (as there seems to be in most team 
sport sims), and a full game with evenly 
matched opposition will tax the mind as 
much as the reflexes. Each athlete, team and 
game will have its own distinct flavor, and 
most players behave in mtich the same man- 
ncras their real life counterparts. Elockey fans 
may have the odd quibble with a specific 
attribtice here and there, btit overall, the Pavel 
Bures of the league are qtiick and deceptive, 
while the Bob Proberts are punishing and 
solid. 

Speaking of Probert, there is no substitute 
for a crunching body check in both the real 


and digital rinks. Getting a perfect line on a 
puck-carrying opponent and then forcefully 
closing the deal will most often result in a 
momentous collision, complete with a re- 
.sounding “OOP!” or “UGH!” and the appre- 
ciative cheers or moans from the crowd, 
depending tipon their allegiance. In some 
instances, a penalt)' may be called or oppo- 
nent injtired, btit that’s the chances taken in 
such circumstances, for the most part, pen- 
alties arc obviotis, although the actual infrac- 
tions are qtiite randomly assessed, and the 
controversy of fighting does not seem to be 
part of the NHL HockeyvJoAA. Sadly, one of 
the most nail-biting elements of real hockey, 
the penalty shot, seems to have been excluded 
entirely from this program. 

thoughtfully included in NHI. Hockey 
however, are such niceties as delayed jienalties 
and offsides, the ability to “ptill” a goalie at 
anytime for an extra attacker, referees that 
skate with the players, “Player of the Game” 
selections that actually make sense, and the 
ability to choose specific power play and pen- 
alty killing personnel combinations. Between 
periods, game stats are disclosed, highlights 
from other games shown, and an out-of-town 
scoreboard updates one on other happenings 
from around the Icagtie. 



A fast moving sport like hockey is made for 
the instant replay, and NHL HockeyA\o\wii for 
25 second segments. Replays can be viesved 
full speed or in slo-mo, then saved if wished, 
but are categorized only by game time and 
date. Therefore, one cannot, for instance, 
access “’I'hat great play when Lemieux 
waltzed around the entire Flyer team and 
popped it into the right corner,” or even 
LEMWALTZ.llEP. When reliving incred- 
ible moments from the past, it may be hard 
to find the right incredible moment. 

Adding to the visual feast of NHL Hockey is 
an admirable audio .selection, including mu- 
sical selections and crowd-rousing drum beats 
(such as the opening to Queen’s “We Will 
Rock Yt)u”) during stoppages of play, blaring 
horns mixed with crowd noise, goal signaling 
sirens, and ail the appropriate thuds and 
bonks that players anti [uicks make when they 
do what they do. Never annoying, these 
sound effects only enhance the mood and stir 
the soul toward victory. 

Several pre-game oj>tions are available. In- 
fractions such as icing and a two-line pass 
offside can be toggled on and off, and one can 
choose between manual vs. computer con- 


trolled personnel changes. Hockey purists 
will want to handle line changes themselves, 
and although keeping one’s best players on 
the ice all night is a nice idea, even the game’s 
superstars are human and will eventually tire. 
I'he energy level of current on-ice skaters is 
displayed on a small bar graph at the bottom 
of the screen, and the idea is to keep the best 
talent involved in play until weariness begins 
to take a toll. Line changes are accompiisned 
via a single keystroke, and this procedure 
couldn’t be simpler. 

Once a little on-ice exactitude and knowl- 
edge has been attained, experimental exhibi- 
tion contests will undoubtedly be shed for 
league play, and NHL Hockey provides a 
number of options. Although the default 
NHL setup will be the choice of many, one 
can custom-tailor any number of teams and 
leagues to their liking. The statistics of each 
and every 1992/93 NEIL team and player 
(including a digital rendition of each player’s 
photograph) is available to prospective mana- 
gerial candidates, and they can be moved 
about and re-grouped as desired. One cannot, 
however, make up their own team names and 
players. 

As league play progresses, NLIL HockeyWxW 
update the latest stats on both players and 
teams, and if one shows considerable skill, a 
berth in the Stanley Cup Playofis will be the 
reward. At any time during the season, the 
current team and individual leaders in a num- 
ber of categories are at the ready, and this is 
helpful in determining who’s doing what. 
After ail, a forward with a lot of goals may be 
lacking in other areas, or a team (like the 
aforementioned Canucks) might get that 
much better with a little concentration on 
certain areas of their game, such as the power 
play. Individual trophies are also handed out 
at season finale, and judging by the level of 
competition in NHL Hockey, having one’s 
own star foi'ward snatch the Art Ro.ss is ccr- 
tainlya feather in his or her cap. The bad news 
is that all this information will forever remain 
inside the computer, as no facilities have been 
allowed for printer connections. 



Electronic Arts’ NHL I-lockcy offers both 
the frustration and the glory ol prote.ssional 
hockey’s highest level. At times, players will 
lose themselves in the simulation and feel 
they are in control of a televised NHL broad- 
cast. It simultaneously puts you inside the 
head of both coach and player... and that is 
an experience well worth the price of admis- 
sion. CGW 
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Close encounters nightly. 


For the cold reaches of space, there’s an 
awful lot of chummy people here. 

Thai’s because Federation II isn’t one of 
those shoot-the-ship computer games. This is 
a universe full of people. Real people, online, 
working with other real people in real time: 
busily building their fortunes, planets. ..nay, 
empires. And they'd love to throw some work 
your way so you can do the same. 

Of course, there’s a lot of bargaining, buying 
and bulling that goes into it. We’re social creatures, 
after all. 

But if you're one of those special individuals 
who understands that creating an empire is ever 
so much more interesting than destroying aliens, 
maybe you ca}i thrive in our space. 


There's only one way to find out. Sign up 
and meet us in Federation II — available 
only on GEnie^'". 

Sign lip now: 

1 . Set communication sol'lware for 8 1 N or 7 1 E 
half duplex (local echo) at 300, 1200 or 2400 
baud. 2. Dial toll free: 1-800-638-8369. 
linmedialely upon connection, enter HHH 
3. At the U#=prompt,enter XTX99225,NIGHTi:/ 
then press RETURN 4 . Have a major credit 
card ready. In the U.S., you may use your 
checking account number. (There is a $2 
monthly fee for all checking accounts.) For 
more information in the U.S. or Canada, 
call 1-800-638-9636. 
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CD-ROM Review 



Symbols And Sorcery In The Madness 


by Maxwell Eden 


T he Madness of Roland, a CD-ROM 
based multimedia novella by Hyper- 
Bole Studios, offers a dynamic me- 
dium for interpreting the written word, while 
exposing the intriguing tapestry of medieval 
knights, sorcery and romance to an entirely 
new, computer literate and mature (rated R) 
audience. 

Combining an electronic book format with 
elements of a movie, The Madness of Roland 
is a pastiche of technology, interwoven with 
a rich use of language, classical works of art 
and contemporary images. Beginning with 
the siege of Paris in 778 AD by Muslim 
infidels, the reader is transported into the 



medieval French legend of the paladin Ro- 
land, a knight in service to Charlemagne, 
king of the Franks. 

I’he Muslims have surrounded Paris be- 
cause they want revenge against Roland, the 
“demon” knight who won the magic sword 
Durendal in a battle with the Saracens. This 
begs the question: If Durendal was an en- 
chanted weapon, how was it won over by 
Roland? Perhaps the sword magically trans- 
fers its ownership to the more deserving war- 
rior as it goes about its life of merry 
“Widowmaking.” Speculation is what Roland 
is all about, and trying to determine what 
actually happened, and why, is a major part 
of the story’s appeal. For example, Charle- 
magne’s account of why the 
Muslim’s “really” laid siege to 
the city adds quite a dilTerent 
spin to the story. 

Primarily text-based, Roland 
is creatively embellished and 
specifically designed to take 
advantage of the mass storage 
capability of CD-ROM, fea- 
turing Quicklime video 
(which lets the Macintosh play 
back movies like a VCR), 


original film and music, 256-color graphics, 
Monty Python and MTV-stylc animation, 
sound effects, plu.s character narration per- 
formed by actors — a technique that made the 
radio dramas of the ’40s come alive. 

The opening title sequence is immediately 
gripping. A grating, lumbering noise of what 
could be a huge stone door slowly grinds 
open. Next, an ominous, war-like drumroll 
beats, setting the stage for passion, magic and 
madness. 

rhe main screen displays finely rendered 
I'arot card icons for each chapter, and each 
chapter opening presents the reader with yet 
another set of individual I’arot cards. Each 
card represents a character and their distinct 


The Madness of Roland 



TITLE: Tfio Madness of Koijnd 

PRICE: $59.95 

SYSTEM: Macintosh with CD-ROM 

REQUIREMENTS: M.ic IC or better, 4MB RAM for color, 

2MB RAM for B&W, CD-ROM drive, 
System 6.07 or bettor 
PROTECTION: None 

AUTHOR; Creg Roach 

DEVELOPER; HyperBoIe Studios 

DISTRIBUTOR: Compton's New Media 

Carlsbad, CA 
(800) 862-2206 
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Beyond fantasy. Beyond legends. 


If you’ve been looking for the mother of all 
fantasy role-playing games, we know where 
you can find it. 

Online, in GcmStone 

This is no kill-the-dragon-thank-you-very- 
much computer game. And it goes far beyond 
any of the other so-called legends in the online 
arena. 

Here in GemStone III, you’re joining real 
people, in real time for your online quests. 
Some of the best role pUiyers and game masters 
in the country — all meeting together in a 
vast and constantly evolving world, rich 
with fascinating characters and 
demanding adventures. It’s a place you 
can play forever. 

GemStone III makes every other fantasy 
game history. And your friends are 
already here. So sign onto GEnie®* today, 
and welcome home to GemStone III. 


Sii^n up now: 

Set communication software for 8 IN or 7 IE 
half duplex (local echo) at 300. 1 200 or 2400 
baud. Dial toll free: 1-800-638-8369. 
Immediately upon connection, enter HHH 

At the prompt, enter XTX99224, FANTASY 
then press RETURN 4 . Have a major credit 
card ready. In the U.S., you may use your 
checking account number. (There is a $2 month- 
ly fee for all checking accounts.) For more 
information in the U.S. or Canada, 
call 1-800-638-9636. 


GemStone III' 
Shadow World® 



GEnie* 

multi-player games 
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point ot view, including those of Charle- 
magne, Roland, the enchantress Angelica, 
and even Roland’s magic sword Durendal — 
sort of a female Excalibur with a lust for 
Roland’s hand. 

Hearing of the characters' desires, doubts 
and experiences, which often provide con- 
flicting accounts of events, the reader feels 
compelled to search out the truth, or perhaps 
all of the “truths” there arc to consider. Pre- 
senting a dramatic account from different 
points of view has been done in classic Rims 
such as Kurosawa’s Rnshomon and, in litera- 
ture, The Alexnnelrirt Qiiartet by Lawrence 
Durrell. But neither of these previous works 
enabled the reader to switch between charac- 
ters at will, or to acce.ss special features like a 
brief Rim of Rolev/d?. writer and producer, 
Greg Roach, explaining how he came to de- 
velop this storv'. 

Clicking on one of rhed’arot icons begins a 
sequence ofscroll-like pages that tell thestoiy 
of the chosen character. Accompanying the 
text is a .sound track with music, sound effects 
and actors reading their words as they appear 
on the screen. Bordering each page is a 'I'aroi 
icon of the other characters in the chapter, 
plus tools such as bookmarks, text searching 
functions, and a map showing just where the 
reader is in rhe story. A special finale awaits 
those who read each page of every chapter. 

Every time a new chapter opens, the Tarot 
icons shuffle about the screen into new posi- 
tions, as if a new hand of cards were being 
dealt and the outcome might somehow 
change this time around. As the actors read 


the story aloud, colored text on 
the screen indicates different 
types of speech: white-narration, 
blue-thoughts, orange-speech by 
the narrator of that chapter, and 
green-words spoken to the narra- 
tor of the current chapter, 
main text also includes key 
words or phrases that are bold- 
faced. Clicking on a key word 
retrieves a pop-up hypertext link 
in the form of an explanation, a 
graphic or some amusing aside. 

With so many potential eii- 
hancements to the tale, jumping 
about Multimedia Land can 
sometimes work against the reader. Eor exam- 
ple, it’s ea.sy to read ahead of the narration and 
start clicking on key words, an approach that 
interferes with the Row of comprehending 
the stoiy. Reading on-screen text can also be 
tiring; listening to the narration is much more 
entertaining. With at least several hours 


The Madness of Roland 
is a pasticne of 
technology, interwoven 
with a rich use of 
language, classical 
works of art and 
contemporary images. 


worth of storyline, Rolnndx^ best experienced 
in small doses. Going through the story sev- 
eral times while paying attention to each mul- 
timedia facet separately allows rhe subtleties 
and richness of Roland to surface. 

As each character reveals their own percep- 
tions of events, the reader can skip from one 
character to another for comparison. Which 
character the reader encounters first can be 
meaningful since readers can he easily 
.swayed — rhe dialog and actoi s are very 
convincing. Roland’s courage in 
defending Paris from the supe- 
rior Muslim forces may sound 
heroic until Charlemagne’s ver- 
sion disputes not only the loca- 
tion of the battle, but calls into 
question Roland’s level of intel- 
ligence. Of coLir.se, whose per- 
ception comes nearest the truth 
is anyone’s guess. When Roland 
begins his spiral into darkness, 
readers can revisit the different 
points of view while trying to 
unravel the cause of his descent 
into self-doubt and lunacy. 


In addition to the different points of view, 
there are two layers of commentary that en- 
hance the dimension of the story. There is a 
Sun and rMoon icon found at the beginning 
of every chapter and for each character within 
a chapter. Clicking the Sun icon brings up an 
eclectic range of textual commentary from 
Sun Tzu, Carlos Casteneda, Anais Nin and 
Carl Jung (characters in Roland are arche- 
typal — king, knight, magician), that elabo- 
rate, often cryptically, on the story .so far. 
Selecting the Moon icon takes the reader into 
the visual realm with Quick Lime movies in- 
tended to evoke moods, and nor necessarily 
illustrate the text. 

A complex, adult tale, RoLvid xs thought- 
hilly pre.senied with provocative ideas and 
images that make the production artistically 
compelling. Rolaiid, however, is no more 
technically perfect than is the technology. 
Depending upon the computer model, avail- 
able RAM, and CD-ROM drive access speed, 
performance varies from near .seamle.ss to 
glitchy. A set ol external stereo speakers such 
as MaeSpeaker by Monster Design is a big 
plus in appreciating the audio segments. 

In a marketplace known for pandering to 
the lowest common denominator and the 
almighty bottom line, the intellectually and 
emotionally stimulating experience Roland 
provides stands out as an example ol artistic 
integrity and vision. Rolandwowf replace the 
concept of a traditional book or movie; it is 
an innovative multimedia form ofexpression, 
pioneering the evolution of electronic fiction. 

CGW 
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We don’t know from friendly skies. 


You’ve beat all the flight sims? A furball 
doesn't raise a sweat anymore? Ten minutes 
of WWI combat isn't even challenging? 

Mmm... 

Maybe you are ready for Air Warrior" . 

Tliat is, if you think you can handle the 
most realistic combat flying there is. Because 
Air Wan'ior does more than correctly model 28 
different WWIl aircraft, complete with spins, 
stalls and buffeting. 

It puts you up against other human beings. 
Online, in real lime, for as long as you care 
to play. 

That’s why Air Wanior attracts the aces. 
So if you’re just looking to do a friendly loop- 


Ihe-loop, look elsewhere. If you’re interested in 
a career, sign on to Air Wairior— only on GEnie"'. 

Si^n up uow: 

1 . Set communication software for 8 1 N or 7 1 E 
half duplex (loctil echo) at 300, 1200 or 2400 
baud. 2. Dial toll free; N800-638-8369. 
Immediately upon connection, enter HHH 
3. At llie U#= prompt, enter XTX99223, AIRCRAFP 
then press RETURN 4 . Have a major credit 
card ready. In the U.S., you may use your 
checking account number. (There is a $2 
monthly fee for all checking accounts.) For 
more infonnalion in the U.S. or Canada, 
call 1-800-638-9636. 
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f hii Macch ii PM© P®f Walker. . . 

...And That’s Just What It’ll Do In Psygnosis’ Latest 


W hen mosL MS-DOS computer own- 
ers think of Psygnosis, they think of 
Lemmings: the cute, cuddly, in.suf- 
ferahiy stupid critters that face certain extinc- 
tion without the aid of a sympathetic gamer. 
Yet, as many Amiga owners know, Psygnosis 
got its start doing entertainment products of 
a more mercenaiy nature — games in which 
the player destroyed everything that had the 
temerity to walk, crawl, fly, luren or otherwise 
poke its pixels into view on the game screen. 
Underneath the warm, fuzzy exterior 
Psygnosis portrays with such cutesy titles as 
Lonmings, Lemmings II and Creepers, there 
beats a dark, brooding heart of unmitigated 
arcade carnage. With the release of Walker, 
Psygnosis returns to the gaming meanstreets 
from whence it came, giving Amiga gamers a 
healthy dose of non-stop arcade excitement, 
Walker is essentially a side-scrolling shoot- 
em’-up, with the player’s Walker (looking 
much like a steroid-pumped Locust ’mech 
from FASA’s Battlel'ech) positioned on the 
right edge of the screen. 'I'his mechanical 
beast stomps into action with a unique bird- 
like gait remini.sccnt of a hungry Jurassic Park 
velociraptor, swinging its head to face the 
location of the targeting cursor. 

’i'he keyboard or joystick is used to move 
the Walkerlsom left to right, while the mouse 
is the ideal control device to move the tamet- 
ing cursor about the screen. A left-click ofthe 
mouse fires the cannons, while the right 
mouse-button locks onto an enemy unit, di- 
recting cannon fire onto the target until it is 
destroyed. To mete out punishment, the 
Walker boasts a gruesome twosome of death 
dealing appliances: twin cannons which spew 
depicted-uranium tipped 30mm shells, able 
to shred through the toughest enemy armor. 
As a secondary weapon, the sports a 

pair of exceptionally large feet. Using what I 
call the “trampling two-step,” the player’s 
Walker Q';xx\ dash foiAvard, squishing fiat any 






unfortunate enemy .soldier who happens to be 
directly in the center of the Walkers path, 
Unfortunately, only a ver)' narrow portion of 
the screen can be used for trampling; troops 
on the edges ofthe screen arc immune to such 
a tactic. 

The premise for the VF^/i^ergameworld — as 
laid out in the brief introduction in the 10- 
page instruction manual — is a murky setting 
that sounds like a bizarre cross between Dr. 
Who and The Terminator. 'Fhe player must 
time-travel to four distinct time zones to bat- 
tle the enemy. At the end of each level is a 
“boss” enemy that must be defeated to ad- 
vance to the next time zone. Fhe first level 
takes place in 1944 Berlin, where the player 
is assaulted by tanks, horse-drawn artillery, 
P-51 mustangs and other WW 11-era military 
hardware. Next up is Los Angeles 2019 AD, 
where the player is pitted against hi-tech mili- 
tary hardware suspiciously reminiscent ofthe 
Terminator films. Finally, the last two levels 
involve trips to the recent Persian Gulf war 
and a final blast into the year 2420, respec- 
tively, to complete the game. 

While each time zone has its own unique 
militaiy vehicles, one assailant is ever-present: 
the inlantiyman. These tiny troopers can be 
seen in each of the four levels, covering the 
game screen like insects and harassing the 
player with rifles, grenades and other hand- 
held weaponry. Ironically, the tiny hordes of 
soldiers that the player must obliter- 
ate en masse scurry about the screen 
in Lemming-like fashion, racing to 
their inevitable doom. It’s as if the 
programmers at DMA Design 
cracked under the sickening sweet- 
ness of their previous games, and the 
ensuing psychosis traded the altruis- 
tic bliss of Lemming salvation with a 
bloodthirst}' desire to exterminate 
anything under 20 pixels in height. 

This bloodthirsty zeal extends to the 


digitized samples used in the game, with the 
pilot of the player’s Walker occasionally 
shouting “Die, Scumbags!” after eliminating 
a particularly large batch of enemy soldiers. 

WatkerWiW run on any Amiga with at least 
IMR of RAM, including the Amiga 1 200 and 
4000. Unfortunately, Walker does not sup- 
port hard-drive installation, forcing players to 
swap the three program disks during play. 
One particularly irksome foible was the lack 
of level passwords or save game options; this 
would allow less-dexterous gamers (such as 
myscIO iiitd anyone over the age of 12 to 
complete the game without having to restart 
when the last continue has been used. The 
graphics and sound effects arc up to the usual 
Psygnosis standards, although the new AGA- 
chipset (found in the A120() and A4000) is 
not used. 


Fans of earlier Psygnosis action classics such 
as Menace, BloodMoneyznd the KillmgCame 
ShouiW\\\ find that Walker cm^doys the same 
frenetic arcade formula found in those games. 
It docs eventually become tedious, as each of 
the four levels arc remarkably similar in game- 
play. With level passwords, hard-drive instal- 
lation, AGA chipset support and a wider 
variety of scenarios. Walker C0K.\\d have been 
an outstanding game. In the final analysis, 
though, Walker c.nds up as a pleasant diver- 
sion long on gaming sizzle bur short on gam- 
ing substance, cew 


Walker 


TITLE: Walker 

PRICE: S49.99 

SYSTEMS: Amig.i 

REQUIREMENTS; I MB RAM; h.ifd drive 

inslallation duI su^^ned 
PROTECTION; Disk-t)a6cd 

DESIGNER: DMA Dtstgn 

PUBLISHER; Psygnosis 

Brookline, MA 
(617) 447-,S4S7 
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Officially Sanctioned 

InejyCar. 



Experience all 

new Papyrus 3-D Super Texture^” 
technology. Bit-mapped cars, 
tracks, terrain and scenery, 
accurate down to the last detail; 
Including billboards, paint 
schemes and decals on actual 
IndyCars. Tread marks "groove" 
every turn to help you find the line. 


Gobs of 

Newtonian physics calculate real 
car behavior.. .speed, chassis, 
engine set-up, tire temp and wear, 
fuel load, track bank, etc... 
hundreds of calculations per 
second. What you do makes a 
real difference. 


You choose wing 
angles, tire types and pressure, 
suspension, camber, gearing, and 
more. Adjust turbo boost, brake 
bias, roll bar settings from the 
cockpit. Custom tune engines in 
the dyno room. (Or take the default 
car and hit the track running.) 



From the creators of 
Indianapolis 500^'^; The Simulation^ 
First in a series of Real World 3-D 
Racing Games 


Available 
November 1993 



Michigan 

International, Laguna Seca, 
Milwaukee Mile, Long Beach... 
you get it all in IndyCar"' 
Racing.. .right down to the grass, 
fans, stands and six real TV 
camera-type replays from 
car-cams to blimps. 


PUBLISHING, INC. 



Ttic Indianapolis SOO is n rogislerod Iradomark ol Ihc 
Indianapolis Motor Spccdwoy, 

Indianapolis 500 : Tho Simulation Isa Irodemark ol 
Electronic Arts Inc. 

Actual IBM PC screens shown. 
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That's E(/en 
More Incredibtel 

Dynamix Develops 
More Devilish Puzzles 

by Ed Dille 


R iddle: WIku do a howlint^ ball, a tram- 
poline and an alligator liave in com- 
mon? 

Answer: They arc all puzzle pieces in The 
Even More Incredible Machine. 

Anyone who has ever enjoyed the board 
game Mousetrap, or delighted in Rube Gold- 
berg type machines that go to extravagant 
lengths to accomplish a simple objective, will 
appreciate the effort that Dynamix has put 
into The Even More Incredible Machine (Even 
More). Even More 'vs an extension of the origi- 
nal The Incredible Machine, offering 10 more 
playing pieces and considerably more chal- 
lenging puzzles. Whereas the original had 75 
pre-generated brain teasers, Even A7o?r offers 
1 60, As before, there is also a free lorm mode 
that will allow users to design and save their 
own puzzles. 


The Scientific Method? 

For those who have never played The In- 
credible Machine, some background is in or- 
der. Even More adheres to the scientific 
principles ol gravity and air density'. The puz- 
zles provided have preset values for these 
.settings, which determine the physical behav- 
ior of the objects in the game, but users of the 
free form model can specily their 
own preferences. Gravity can be 
altered from normal to complete 
weightlessness, and atmospheric 
pressure, which determines air 
resistance, can vary from what 
one would experience on the 
bottom of the ocean to the vac- 
uum of deep space, 

Even A7ojralso respects the re- 


lationships of kinetic and potential cnerg)', 
though one need not be a physicist to appre- 
ciate these aspects of the game. The simplest 
example of the exchange of these energy 
forms as depicted in the game is provided via 
a fulcrum (see-saw) and two bowling balls. In 
addition to these types of energy' transfer, 
players may also adopt some standard and 
non-standard motive forces. For the conven- 


The Even More Incredible Machine 



in I.K: The Cvun Mon- liuTwIiblc M.ifhitu' 

PRICE: $49.9.S 

SYSTEMS: IBM, M.Kinlosli (IBM Reviuwc>dl 

REQUIREMENTS: i86SX or hcKcr. VGA yraplilo, 

1 .2MB h.ird drive space, mouse 
PROTECTION: Documeiit.alion l(K)k up 

OESIGNERS: lelf TutUK'll, M'vin Ry.in 

PUBLISHER; Dynamix 

Eiigcnc-, C.ltegon 
1503) .i4:i-U772 






tional, clicre arc electric generators, motors, 
solar panels and similar devices. For the more 
esoteric, machines may be powered by rats 
running in a cage wheel or monkeys pedaling 
bic)'clcs. The latter are motivated by a banana 
dangling in front of them, but the player must 
contrive a way of opening an intervening 
window blind to get them to start pedaling. 

Brainstorming 

Every puzzle begins with a stated goal (such 
as “make all five guns go ofF), a preset ar- 
rangement of pieces on the screen which can- 
not be moved, and several pieces in a box. The 
player’s goal is to find the proper arrangement 
of the pieces in conjunction with the existing 
arrangement to accomplish the objective. 
Sometimes, more objects than are nece.ssary 
are provided, such that the “red herring” fac- 
tor may come into play. Also, the more so- 


phisticated puzzles require the user not only 
to find the proper arrangement of the pieces, 
but to employ elements of timing as well. 

Many of the early puzzles arc designed to 
allow players to learn the functions of differ- 
ent objects without having to consult the 
manual. The role of pulleys in translating the 
direction of pull for ropes may seem apparent 
to most, bur some younger players will appre- 
ciate the puzzles which illustrate them. Excla- 
mations of “OH, now I get it,” are not 
uncommon from these players. Indeed, 
though Even More isn’t billed as an educa- 
tional product, it is a valuable tool in devel- 
oping analytical thought and an appreciation 
of physics in young minds. 

Mind Warp 

Every puzzle is presented with two bonus 
values. The first is for speed of completion, 
decreasing as time passes. The second is a 
pre.sct value based upon the difficulty of the 
puzzle. Early puzzles are easy for most adults, 
later ones can he cruelly mind bending. Get- 
ting a bowling ball to progress over a series of 
trampolines may .sound easy, but the angle of 
attack is the key (Pool players will love this 
game). One hint is in order here: in puzzles 
that require these types of actions, allow the 
machine to remain in motion as long as the 
ball is active. An incorrect first trajectoiy will 
often rebound along the series of obstacles 


and find the correct path on the second, or 
even third pa.ss. 

The free form area allows players to hop on 
the other side of the screen, as it were, and 
release their creative side as designers. Fhe 
potential objectives and types of machines 
one can create are virtually limitless. The only 
constraint .seems to be that they must be 
confined to one screen size. With this feature, 
users design fully functional machines, then 
remove whichever pieces they desire to form 
the puzzle. After this, additional non-func- 
tional pieces may be added to the mix to 
throw players off track. 

The Even More Incredible Mnchine lives up 
to it’s billing, surpassing the original in terms 
of play value, if not presentation. Registered 
owners of the previous release can upgrade to 
the new release for $1 9.95. cgw 




THE ONLY THING 
IT DOESN’T SIMOLATE 
IS EAR POPPING. 



If it were any more real, your 
chair would be in a 30" bank. Our 
new Micro.soft Flight Simuiaroi'" 
has four planes, each with its own 
insti'ument panel created digirall\’ 
From actual photographs. There are 
storm clouds and sunsets to Fly 
into. Crashes are scarily real. And 
you can Fly to airports anywhere 
in the world. For even more detailed 
Flights, there are New York and Paris 
scenery enhancements'. Everything is 
at your reseller. So, take oFF. 

Miffosoft 
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A s far as careers go, ihar of a Space 
Marine in Electronic Arts’ Space Htilk 
can be one of rhe worst. After entlur- 
ing years of back-breaking labor, mind- 
numbing training, and the sadistic 
ministrations of a commanding officer, 
they’re unceremoniously stuffed into an in- 
ccrsiellar spacecraft and sent off to do battle 
with a race of unfriendly xenoforms. Nor only 
are these aliens (called Genestealers) aver.se to 
polite small talk, they have a bothersome 
tendency to tear Space Marines into fish bait. 
To make matters worse, the Space Marines 
arc often loaded into torpcdo-likc craft and 
launched into the depths of derelict space- 
craft, known to be the favorite hangout for 
Genestealers the galaxy over. 

As vicious as the Genestealers may be, a 
good Marine commander can even the odds 
for his troops. Sitting aboard the command 
ship at a safe distance from the conflict, a 
commander sees with the eyes of his men, 
thanks to tiny cameras mounted in their hel- 
mets. This gives the commander the unique 
ability to direct his troops as he sees lit, 
matching the savagery and physical supe- 
riority of the individual Gcncstcaler with 
sound group strategy and tactics. We offer the 
following tactical tips and strategic sugges- 
tions to aid pros|iective Space Hulk com- 
manders in their fight with bug-eyed aliens 
evcry\vhere. 

1 . The mission is everything. 

Before accepting a mission, the player 
should fully under.stand the objectives of that 
mission. As pan of this process, a thorough 
study of the information — especially maps — 
presented in the missions booklet 


by Jeff James 

is essential. Once as much data as possible has 
been collected about the mission, an overall 
strategy should be formed to achieve the goals 
of the mission as quickly and effectively as 
possible. If the mission requires that an area 
be destroyed with a heavy Flamer, the mission 
should be structured around that goal: the 
Terminaror with the flamer should be pro- 
tected at ail costs, shielded from enemy attack 
until the mission is completed. Tenderfoot 
Marine commanders must fight the urge to 
use random search and destroy tactics with 
every mi.ssion. Always keep the objective in 
mind and achieve it as quickly as possible. 

2. Move it or get munched. 

As advanced as the Space Marine combat 
exo-armor is, it possesses one glaring flaw: 
slow speed. Terminators maybe able to wade 
through hectares of enemies wiih impunity, 
endure a cold vacuum with glee, and emerge 
from any conventional weapons attack un- 
scathed, but they can only move at one of two 
speeds: slow and slow enough to be eaten. 


Therefore, it is vital that a Space Marine 
commander keep his charges continually 
moving at ail times. In any mission, taking 
advantage of a lull between Gcncstcaler wave 
attacks to move Marines towards the objec- 
tive is a sound strategy. Think of the duel 
between Space Marine and Genestealer as a 
tortoise vs. hare situation: Marines may plod, 
bur persistent plodding serves them well. 

3. Cover the brothers. 

Learning how to advance a sluggish squad 
of Terminators towards their mission objec- 
tive without having them gobbled by 
Genestealers is a skill essential for victory. 
Rookie commanders often will rush every 
Marine at their disposal helter-skelter to- 
wards the mission objective, hoping that 
enough Terminators survive the ensuing 
slaughter to complete the mission. Other 
players may adopt a rigid defensive posture, 
making it difficult to advance through the 
mission area. The answer lies between these 
two extremes. 

Immediately upon arrival 
into the combat area, a de- 
fensive perimeter should be 
immediately established. 
Space Marines with long- 
range weapons (ideally 
Storm Bolters) should be 
moved to seal off all. ap- 
proaches to rhe entry point. 
After the entry point is se- 
cure, the remaining Termi- 
nators should be moved a 
distance past the Termina- 
tors providing covering fire 
to a new defensive position. 
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Then the first set of ’I'crminators slioiild be 
moved past the positions of these ’rermina- 
tors in a tactical game of leapfrog. I'his tactic 
should he used all the way to the mission 
objective. Ofcourse, some mission objectives 
require that the player adopt a more defensive 
posture, such as defending an area or killing 
arequired number of Gencstealers. h'orofFen- 
sive operations, however, a fast-moving (well, 
relatively fast) squatl of Space Marines that 
can simultaneously advance and provide cov- 
ering fire will have the odds in its favor. 

4. Master tlie planning screen. 

Controlling Marines directly may he satis- 
fying, hut the slow reaction speed of any 
human commander ensures that some Ma- 
rines will have to fend for themselves. When 
controlling more than one or two marines, 
using the planning screen is a must. 

Using the planning screen, Space Marine 
commanders can essentially program individ- 
ual Marines to perform certain pre-defined 
actions, such as moving to a certain location, 
opening a door, or flaming an objective area. 
Since a complete squad of Marines is impos- 


sible CO control all at once, having a well-pro- 
grammed set of tactical instructions for the 
bulk of a player’s squad is vital. It’s usually a 
good idea to have the player directly control 
only tho.se units that arc under attack — Ma- 
rines under human control fire more accu- 
rately and jam weapons less often chan 
computer-controlled troopers do. Placing 
Marines on ready status — called Over- 
watch — will cause them to shoot at any en- 
emy chat crosses their line of fire. Without 
mastery of the planning screen, any aspiring 
Space Hulk captain will be sending the sol- 
diers under his command on ver)' short, ver)' 
bloody and very unsuccessful missions. 

V?? 5. Overwaten: use at your 
own peril. 

As vital as mastering the planning screen is, 
players must realize that Marines in Over- 
watch mode fight poorly, Overwatch mode 
does have its uses: a ficorm Bolter-equipped 
Marine in Overwatch mode at the end of a 
long corridor can destroy dozens of 


Cicncstcalers. Gonvcrsely, Ma- 
rines in Overwatch seem to 
lack the intelligence to turn 
and face ait enemy or plot a 
course around any obstacles. 

Players must learn to jump in 
and intervene when a Marine is 
in dire straits. I^laycrs with a 
Sound Blaster (or compatible) 

.sound card get the added bene- 
fit of hearing the Marines call 
out their numbers when 
they’re under attack, making 
rescue just the press of a func- 
tion key away. Learn to balance 
Ovcrwatch mode with direct control for suc- 
cess. 

6. Trust your Storm Bolter. 

Of all the ranged weapons in a Space Ma- 
rine's armoiy, rite Storm Bolter is the most 
vital. Ocher weapons are more glamorous: rhe 
Assault Cannon and the Heavy Flamer can 
eliminate aliens with awe-inspiring displays 
of destruction. As effective as those weapons 
can he, they both have the same fatal flaw: 

limited ammunition. Only 
the trusty Storm Bolter 
never runs out of ammo. 
Space Marines using As- 
sault Cannons and Flamers 
are nothing more than 
quick and easy mcals-on- 
tlic-go for angry Genesceal- 
ers when their ammo has 
been expended. Storm 
Bolters can jam with con- 
tinuous use, so they should 
he fired in short, controlled 
hursts to minimize jam- 
ming. Finally, wise Space 
Marines aim at the chest of 
an approaching 

Gencstcalcr when firing. Shots aimed at the 
head or extremities of the enemy arc more 
likely to bounce harmlessly off their hard 
cxoskcleton. 

hand to hand combat, 
the right tool is everything. 

Every Space Hulk commander realizes that 
Gencstealers arc deadly in hand to hand com- 
bat. Simply put, the best tactic for fighting 
Cienestealers hand to hand is — don’t: keep 
them at bay with ranged weapons as long as 
possible. If close combat with the aliens seems 
inevitable, equippingSpace Marines with any 
hand to hand weapon is preferable to using 
Power Gloves. I.ightning Claws and Thunder 
Flammers are ideal for mission areas consist- 
ing of short, twisting passages, where ranged 
weapons will have little elr'ccc. Chain Fists 
and Power Swords work well with Storm 
Bolters, giving a Space Marine both long- 
range punch and better odds in a melee. If the 
mission requires that an object be recovered 


from the hulk, a Terminator equipped with 
Power Gloves is a necessary evil. Remember, 
Terminators (with the exception of those 
equipped with Lightning Claws or 'I'hunder 
Hammer/Storm Shield) arc destined to lose 
nearly every dose encounter with a 
Gencstcalcr. 

8. Control is key. 

Mastering the finer points of controlling 
Marines is key. Using a combination of the 
mouse and keyboard is the superior playing 
method: put a band on the cursor keys for 
movement and one on the mouse for firing, 
switching squads and .selecting objects. Hit- 
ting the function keys (Fl-FlO) is the best 
way to move between individual d'ermina- 
tors, while a tap on the ’F’ key is an alternative 
to clicking on the ’Freeze’ button. In addition 
to mastering the controls, developing good 
fire and movement tactics can also be helpful. 
Being able to fire while moving backwards is 
important, as is learning to pick Gencstealers 
off by aiming at the corners of corridors, 
eliminating them before they have a chance 
CO rush a player’s Marines. 

9. Wlien all else fails — cheat! 

For commanders who don’t mind a little 
bending of the rules to achieve victory, mak- 
ing multiple copies of Space Hulk's single save 
game file can be a godsend. In the Deathwing 
campaign, information about the squads used 
is contained in the file C:\LIULK\ 
DAT_D1R\SQUADINF.DAT. Making a 
backup copy of this file (renaming each 
backup somerhing like SQDINF1.DAT, 
SQDINF2.DAT, etc. can be helpful) will 
allow Hulk commanders to venture into new 
missions with impunity. Some missions are 
impossible to complete at the first attempt, 
especially in the Deathwing campaign. Using 
saved games as insurance, players can run a 
squad or two through the mission to recon- 
noitcr the area and get a feel for the strength 
of the enemy before bringing iti the “real" 
troops. Since individual .squads do gain expe- 
rience (and commensurate increases in shoot- 
ing and close combat ability) by surviving 
missions in Dcathwing, backups can ensure a 
skilled and deadly squad of space grunts, cbw 
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The Eastern Front, 
Gai:y Grigsby style. 



G ary Grigsby’s WAR IN RUSSIA" 
is the most comprehensive 
simulation of the World War II 
campaign that pitted Hitler's superior 
forces against Stalin’s 5 million-man 
army from 1941 to 1945. 

One or two players can re-enact this 
epic struggle with four campaigns, eight 
historical scenarios and one hypotheti- 
cal scenario. An all-new Scenario Editor 
allows you to revise the existing maps, 


units and equipment — creating the 
potential hr unlimited play. 

This massive game offers unmatched 
complexity in scale and detail — as you 
would expect of Cary Grigsby; however, 
the mouse driven interface makes it a 
breeze to piay! 



WAR IN RUSSIA is an advanced game, 
but novices can enjoy it too — three 
difficulty settings make this simulation 
accessibie to players of all skill levels. 

Available for IBM/Compatibles. 

To Order: Visil your retailer or call 
SSI Direct Sales at (408) 737-6800. 

To receive our complete product catalog, send 
$1.00 to: SSI, 675 Almanor Ave., Suite 201, 
Sunnyvale, CA 94086. 

©1993 Strategic Simulations. Inc. All rights reserved 
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SllAh TKAM 

Patrolling The Mekong Delta 
With EA’s Elite Forces 

by Jeff James 


C omputer simulacioiis of small-scale in- 
fantry combat have not been a popular 
topic for game developers. While other 
segments of computer wargaming have expe- 
rienced considerable growth in recent years, 
state-of-the-art simulations ol small unit ac- 
tions have been tew and far between. Micro- 
Prose’s Airboi'ni' Ranger and Special Forces 
leaned towards arcade action, loregoing real- 
ism for instant shoot ’em up gratification. 
Interstel’s D.R.A.C.O.N. /-bm' offered more 
tactical depth, but is now sorely outdated. 
Into this open genre, armed with state-of-the- 
art technology and backed by a veteran team 
of developers, jumps SEAL Team (ST), a 
first-person, squad-level simulation of special 
team operations. With its excellent graphics, 
sound, and rigorous attention to detail, it 
seems that the genre has been “reborn hard.” 

Mission Briefing 

In SEAL Team, the player directs the ac- 
tions of an elite squad of U.S. Navy SEALs in 
Vietnam’s Mekong Delta, Irom 1966 to 
1969. The simulation begins with the selec- 
tion of a character from a group of SEAL 
recruits to serve as the player’s on-screen alter 
ego. 

Once in Vietnam, the player and his squad 


presented in the same order; first is the intel- 
ligence briefing, giving the player a brief sum- 
mary of the forthcoming mission and its 
general location. The mission briefing screen 
is up next, offering more detail on the objec- 
tives of the mission and the latest intelligence 
report. A short animated briefing is available 
from this screen, visually displaying the ob- 
jectives of the mission and describing the 
insertion and extraction methods used to get 
the team into and out of the area. Players can 
use the marching orders screen to choose 
which members of the team will be part of the 
four-man mis.sion squad. Weapons and sup- 
plies can be selected for each SEAL from this 
screen as well; nearly two dozen types of 
pistols, machine guns, grenades and light 
anti-tank weapons are available for arming a 
SEAL to the teeth. 

After the squad is armed and ready, the boys 
engage in a time-honored military tradition: 
the bull session. In this segue sequence, a 
digitized animation of SEALs preparing for 
the forthcoming mission is shown while a 
series of rumors, tactical tips and soldierly 
banter is displayed at the bottom. The advice 
presented during the bull sessions is worth 
paying attention to. Some of the SEAL chat- 
ter is somewhat ironic: in one bull session, the 
SEALs discuss what it would mean to fight in 
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their tans, they conclude that 
the SEALs would be as fear- 
some a fighting force as ever. 
Although a relatively minor 
piece of the game, the bull ses- 
sion added considerably to the 
depth of simulation. As highly 
trained and disciplined as the 
SEALs are, hearing them dis- 



SEAL Team 


cuss their concerns and fears make them more 
believable — and more human. After the bull 
session ends, an animated sequence shows the 
team clambering onto the insertion vehicle, 
usually a river boat or helicopter. Soon after, 
the squad is inserted into the objective area. 
Here the program gives the player the option 
of re-inserting the squad at another map lo- 
cation, making it possible to make feints and 
false insertions to confuse the enemy. 

In The Mud 

After the player has accepted an insertion 
point, the game switches to an impressive 
viewing perspective: a first-person, mud-on- 
your fatigues viewpoint where the player sees 
everything the SEAL point man would. Press- 
ing the El key brings up this visual perspec- 
tive, while a press of the F2 key calls 
forth an above-the-shoulder view of 
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SYSTEM: IliM 
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VGA graphics, 4MB hard drive space; 
disk compression nol sup[>oned 
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Lead a Kingdom. 
Conquer 
an Empire! 

Create alliances, defeat enemy 
kingdoms — and rule Mystara! 

Build your own empire as you play 
the first D&D” game to feature a com- 
I puter DUNGEO.N MASTER,’ who mediates 
all elements of game play, Thanks to 
superior animation. 256-color VGA 
display and sound effects, the DM 
virtually comes to life on the screen. 
Face one to four adversaries, either 
y ' human or chosen from among twenty 
computer-controlled opponents. Interact 
^ , with fantastic races, command dozens 
of troop t^Ttes, deploy special forces and 
' .’ construct a variety of buildings. 

Extensive character interaction, 
utilizing advanced AI and 
Neural Network technology 
throughout the game, 
provides for diplomatic 
tactics. When combat 
occurs, the game 
switches to one 
. of the most 
spectacular 
tactical 



the player’s point man. Using either a joys- 
tick, mouse or the cursor keys, the player can 
direct his SEALs to move at one oF three 
speeds: stop, slow and run. I’ressing the ‘1’ 
key causes the entire squad to hit the dirt and 
crawl; a press of the ‘2’ key calls For a crouch; 
and ‘3’ causes the SEALs to stand upright, 
For most missions, play involves traveling 
across some distance oF terrain to reach the 
objective points. True to the varied real-liFe 
missions oF the SEALs, a large variety oF 
objective types arc ofYered, including patrols, 



ambushes, demolitions, rescties, recoveries, 
snatches and observations. Rescue and recov- 
ery missions require the SEALs to rescue 
downed U.S. pilots/POWs and recover cer- 
tain supplies. Observation missions require 
the SEALs to designate a target — such as a 
bunker — For destruction by attack aircraft. 

Depending on the mission, the player may 
have From one to several objectives, such as 


having to patrol a village, demolish a bunker 
and snatch a high-ranking Viet Cong official, 
all in one operation. As the point man, the 
player’s SEAL gives orders to the rest of the 
squad by the way of authentic SEAL hand 
signals. Since surprise and stealth are the hall- 
marks of a SEAL, these silent battle gestures 
ensure that the player can communicate with 
the rest oF the squad noiselessly. Using these 
hand gestures, the player can make his squad 
assume one of four marchiiig formations, 
issue a variety of firing orders, and perform a 
number of other commands. When used, a 
tiny window appears on the screen with an 
animation of the hand signal in question. 

Combat is usually fast and Furious, with 
Viet Cong (shown on-screen clad in black 
garb) soldiers usually opening fire — with 
every weapon at their disposal — on sight of 
the SEALs. When viewing the action through 
the First-person point man view, a targeting 
reticle will appear on the nearest civilian, Viet 
Cong soldier or building, indicating range to 
the target and the probability of a successful 
hit (indicated by the color of the reticle). 
Hitting the tab key advances the reticle 
through available targets, while a tap on the 
fire button, enter key or left mouse button 
fires the currently selected weapon at the 
target. 

The Devil In The Details 

dhe graphics used in 3T are taken right 



from the leading edge of flight simulator 
technology, with polygon-filled graphics rep- 
resenting the foliage, buildings and geo- 
graphical features of the game world, d'he 
SEALs, enemy soldiers and civilians arc all 
rendered in bitmaps, making them more re- 
alistic.' Several other graphic touches add 
depth to the game, including the addition of 
birds and insects which fly across the player’s 
field of view. Occasionally a bomb-laden F-4 
Phantom will streak across the objective area, 
cn route to some oFF-screcn target or objec- 
tive. Although the polygon graphics are 
rather plain, especially of the foliage (vegeta- 
tion seems scarce given the setting is Viet- 
nam), the addition of the aforementioned 
graphic touches help draw the player into the 
game. This detail extends to other game ele- 
ments as well; the SEALs are only allowed to 
use weapons historically available during the 
same time period. For added detail, the game 
offers eight difficulty and realism settings, 
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allowing adjustment from the effectiveness of 
enemy intelligence to the time it takes to 
reload. Sound and music (composed by 
George “The hat Man” Sanger) are excellent, 
with the digitized report of automatic weap- 
ons fire and exploding hand grenades. Turn- 
ing off the music and leaving on the sound 
edect-s brings on a host ol natural noises, such 
as the rustle of flying birds and the chirping 
of insects. 



As mentioned previously, detail is a hall- 
mark of SEAL Team. The designers report- 
edly consulted with Navy SEALs who served 
in Vietnam, in addition to consulting the 
UDT-SEAL Museum Association, for facts 
and mission details, d'he manual is filled with 
excerpts from the book Point Man, a novel 
written by Chief James Watson, one of the 
first operational SEALs, describing his expe- 
riences in Vietnam, fhe excerpts add an im- 
measurable amount of substance to the game, 


fleshing out the polygons and bitmaps ol the 
game with real human drama. 

As novel as some aspects of the game are, 
SEAL Team does sufter from a number of 
minor foibles. Screen updates can be choppy 
even on the fastest 386 machines. Although 
the game will run on most 386 systems (the 
designers recommend at least a 386 running 
at 33 MHz), a 486-level machine i.s almost 
essential. Although the game only occupies a 
frugal 3.8 megabytes of hard-drive space, disk 
access is often lethargic; thankfully, hard 
drive acce.ss is minimal once the player has his 
SEiALs in the mission area. 

I salute the artificial intelligence of enemy 
forces, which seem to act with almost human 
cunning, crouching behind obstacles and ly- 
ing in wait for the ideal time to strike. Unfor- 
tunately, the same cannot be said of the 
player’s support craft. On several missions, I 
watched my riverhoat support team come 
under fire as it calmly stationed itself right 
next to a village full of VC. Altho ugh nor a 
veteran of combat, I would think that having 
a support unit station itself right in front of 
the objective area is an exercise in tactical 
suicide. Strangely, support units never 
seemed to take any damage from being ma- 
chine-gunned or struck by grenades thrown 
by the enemy. 

Debriefing 

Admittedly, most of the aforementioned 


deficiencies are minor ones. Through this 
product, designers Gagnon and Hay-Eberts 
have not only succeeded in making an enjoy- 
able piece of computer entertainment, but an 
educational and enlightening one as well. 
Like many CGW readers, I wasn’t yet born 
when the missions described in SEAL Team 
were carried out. For those of us who weren’t 
there, SEAL Team offers a tiny glimpse at 
what the veterans of the Vietnam conflict 
went through. The designers adroitly sidestep 
any political stance on the Vietnam War, 
focusing instead on the men and the difficult 
missions they had to accomplish. Although 
not perfect, STis unarguably a major tactical 
victoiy for the infantry-level computer com- 
mander. 

The author would like to thank Cpl. Kevin N. 
Lawson, U.S.M.C., for his assistance in prepar- 
ing this review, cgw 
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Review 



H aving “acquired” Jim Walls, che ex- 
cop who created the Police Qiiestscncs 
of games for Sierra, to write their first 
police game, Tsunami Media appears to be 
tiying to go head-to-head with the big boys. 
And that’s not just Sierra, hut also ex-Los 
Angeles top cop Darryl Gates, whom Sierra 
brought in as Walls’ replacement for the next 
Police Qwe^gamc. The jury is still out on how 
Gates will fare in the role of game designer, 
but Walls may not care for the verdict on Blue 
Force. It is simply not as strong as Walls’ 
previous games. 

Force Majeur 

In Blue Force, the player steps into the shoes 
of Jake Ryan, rookie motorcycle cop in the 
town of Jacl<son Beach, d'en years earlier (or 
possibly 1 1 , depending on whether one trusts 
the game or the game box), Jake’s parents 
were gunned down by a mysterious, long- 
haired assailant. Now, by a sequence of coin- 
cidences too enormous to describe, Jake is 
about to end up on the trail of their killers. 



The game is divided equally between rou- 
tine police activity (answering a domestic vio- 
lence or drunk driving call, booking suspects 
and evidence, showing up for inspection) and 
Jake’s personal investigation into his parents’ 
death, for which purpose he enlists the help 
of his father’s ex-partner, Lyle Jamison. 
When, midway through the game, Jake is in 
a random motorcycle accident, his sub- 
sequent time off from the force allows him 
(and the player) to concentrate on the latter. 
Not to woriy, though: in the end, Jake’s 
private investigation ties into the domestic 
violence call he was sent on at the start of the 


Unnecessary 


A Performance Review Of 
Tsunami’s Blue Force 

by Charles Ardai 


game. A neat, little, improbable package — 
what more could one want? 

A coherent story, to begin with, I suppose; 
and, second of all, a story over which the 
player has some control. In Blue Force, one 
rarely knows, between episodes, where to go 
next; but it rarely matters because some char- 
acter or event always comes along to lead the 
player by the nose into the next sequence. 
Experimentation is discouraged. If the player 
tries to go anywhere other than where the 
computer wants to go, he either finds nothing 
when he gets there, or he isn’t allowed to get 
there at all. 

As in Electronic Arts’ The Lost Files of Sher- 
lock Fiolmes, one travels around the city by 
clicking on hotspots on a city map. Also, as 
in the Holmes game, a trip to any location 
other than the one the computer wants the 
player to see is a waste of time. The player will 
only find a locked door or an empty room 
when he arrives, or an admonition From the 
computer and nothing else. Tiy to take Jake 
to the “Bikini Hut” while he is on duty and 
the computer says, “No time for pleasure.” 
Tiy to take him there after hours and the 
computer says, “No time for pleasure.” It 
sinks in slowly: the computer is just not going 
to let Jake in, ever. 

Eventually, one realizes that many of the 
locations in the game simply don’t exist ex- 
cept as prop-up facades. There is no bowling 
alley; one can go into the Alley Cat as far as 
the main counter and no farther. The police 
station consists, essentially, of one room. The 
jail consists of two. After a while, it becomes 
clear that Tsunami hasn’t even bothered to 
simulate a game world. 

Objects in the game get simi- 
lar treatment. At one point, 

Jake opens che crunk of a car 
to reveal two boxes. The box 
on the right can be opened; as 
far as the computer is con- 
cerned, the box on che lefc 
does not exist. Opening the 
box on the right reveals some 
flares and a spring-loaded 
punch. If Jake cries co cake che 


punch, he can; if he tries co talce che flares he 
is told, “You have no need for flares.” Why 
put them in the picture, then? 

Even characters must endure this disre- 
spect. At one point, I spent several minutes 
trying to click on Lyle Jamison and wonder- 
ing why the computer kept saying things like 
“That serves no purpose.” Eventually, 1 fig- 
ured it out: the computer didn’t know Lyle 
was in the room, since in chat room Lyle was 
merely part of the background graphics. 



Ic gees worse. When one clicks on objects in a 
Sierra or LucasArts game, one usually gets clever 
or interesting descriptions. When one clicks on 
objects in Blue Force, one is lucky to get descrip- 
tions at all. (A bulletin board: “It’s the usual 
boring stuff.” Jake’s badge: “It’s your l.D.”The 
Bikini Hut: “It’s the Bikini Hut.” A mobile 
home: “It’s a delapidated [wV] old trailer.”) 

Conversations with characters are mostly a 
matter of “Flello,” “Gotta run,” and “See ya,” 
or else they are strings of silly obscenities han- 
dled clumsily and inconsistently: “damn” is 
spelled something like “d*#!*”, but “pig itss,” 
“sheeit,” and “puck ofF (when Jake is rebuffed 
b)' an air hockey player) stand as they are. 


Blue Force 


1 he planning and structure of the 
game’s dialogue are also abysmal. 
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For example, if rhc player clicks the “calk” 
icon on the duty officer when Jake returns to 
the police station after recovering from his 
broken leg, the ensuing conversation is of the 
standard “Got things to do, see ya” variety. 
Only if Jake shows a cocktail napkin to the 
duty officer docs the game produce the 
proper, “Welcome back, how’s the leg?” dia- 
logue. Later, Jake asks Lyle, “Does the name 
Cobb mean anything to you?” immediately 
nfierhylc finishes telling him who Cobb is! 

All of the above contributes to the game’s 
generally cheap feel. It’s sketchy, like a rough 
draft or a preparatory drawing. For the amount 
of money it costs, players desert'c better. 

InsufFicient Force 

From a technical point of view. Blue Force 
is more of a scooter than it is a policeman’s 
Harley. Even on a 486/33 it runs painfully 
slow. In the amount of time it takes for Jake 
Ryan to walk across a screen, a real cop could 


have arrested a perp, beaten him up, and 
stood trial for brtitaiity. Mtiking matters 
worse, when two characters are on a screen, 
each moves separately: first Jake begins the 
slow trek across the screen, and only when he 
is finished does Lyle start. 

As in Tsunami’s liingLuorld-, the command 
interface has all the icons placed on a pop-up 
window. This device is fine, but for it to work 
the pop-up window must pop-up immedi- 
/r/t’/y when one calls for it. i'here is no excuse 
for the game to chug along for up to three 
seconds before deigning to give the player his 
command options. 

Nor is torpidity the game’s only technical 
flaw. As in Ringioorld, the player’s character 
occasionally moves to locations on the screen 
other than the one on which the player 
clicked. In at least one sequence this is disas- 
rrotis. 1 wanted Jake to look at a bookshelf. 
Instead, he exited a room a) that contains 
something the player needs in order to get 
further in the game, and b) that the player 
cannot reenter (without good reason) if he 
exits it prematurely. 

In addition to its technical flaws, one has 
no choice but to take note of the game’s 
appalling spelling errors and factual inconsi.s- 
tencies. Was Tsunami so hard up for cash or 
pressed for time that they couldn’t hire an 
editor to change “your” to “you’re”, “par- 
ent’s” to “parents’”, and “bartenders” to “bar- 
tender’s”? Couldn’t someone just decide 



when the murders took place and make sure 
that the same date was used throughout the 
game? (The date is given, variously, as 21 
March 1983, 14 June 1983, and 16 May 
1984.) For a company that wants to be taken 
seriously to put out a product this shoddy — 
and needlessly so — is insane. 

May The Force Not Be With You 

While playing Blue Forcelvjixs reminded of 
Capstone’s Stephen King-derived game, I'he 
Dark Haljl, which loyal CGW readers will 
recall 1 deemed the worst adventure game of 
the past ten years. While Blue Force is not in 
that category, that’s a little like saying that 
pneumonia is not as bad as cancer — true 
enough, but one wouldn’t want to get either. 
Jim Walls and Tsunami both have better 
work in them. I take comfort, as should they, 
in the knowledge that they have nowhere to 
go but up. CBW 
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Bad Day in Bagdad! 



You’ve been cast out of the palace as a beggar. The princess has 
aimed against you. The palace guards want your head on a skewer, 
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and then. ..well. ..things get just a mite tricky. Introducing 
Prince of Persia ^®.' The Shadow & the Flame':' Some call it a dozen 
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a erurn with tis now to those thrill- 

ing days of yesteryear” still echoes 
Xx.in the minds of the “haby 
boomer” generation. Fhe opening line from 
“’Fhe l-onc Ranger” television series has just 
the right amount of nostalgia to re-introduce 
The Seven Cities ofColel. This classic game has 
a perfect combination of elegant design, in- 
triguing subject matter and solid play balanc- 
ing to hit the mark in today’s market. 

So, return with us now to those thrilling 
days of early computer games, ca. 1 984. Bill 
and Dan Bunten introduced a joystick-di- 
rected game of exploration, economics and 
conquest that captured the imagination ofthe 
computer gaming world and proved to be the 
Bunrens’ biggest seller ever. 'Fhe graphics 
were blocky, the colors were limited, and the 
interaction was basically limited to pixel 
avoidance (as one frantically tried to avoid 
natives) and number swapping (balancing the 
right number of gifts in order to purchase 
valuable commodities). Still, The Seven Cities 
fl/’G’o/i'/ managed to lure players repeatedly to 
the role of Christopher Columbus, “discov- 
erer” ofthe New World. 



In historical terms, the^ame begins in 1492 
and may continue indefinitely if the player 
meets the required victory conditions. In c.s- 
scncc, the player has 10 voyages to establish 
at least one Colony, one Mission and three 
Forts in the New World. If these conditions 
are met, the player may continue to explore 


and expand the Spanish Empire indefinitely, 
provided one’s voyages remain profitable. 

Seve)! Cities has three levels of difficulty: 
Novice, Journeyman and Expert. Victory 
conditions are consistent throughout the lev- 
els, but the amount of support one receives 
from the Crown decreases at the higher levels. 
To start off, the player selects a desired diffi- 
culty level and determines whether the New 
World will be historically correct or ran- 
domly generated. 'Fhe latter option exists to 
keep Seven GY/Vj infinitely replayablc. 

With the world established, the player is 
transported to an adventure-game-like dis- 
play. Here, the first order of business is to visit 
the palace and receive the Crown’s charter. 
Upon each return from the New World, one 
must visit the palace for updated guidance 
and receive any promotions. The second stop 
is the Commi.ssioner’s office. Here, one can 
view the latest map of the New World and 
review a written record of the voyages. The 
log book contains information on the victory 
conditions, profit records for each voyage, 
and a cumulative record of the percentage of 
New World discovered, the number of shijxs 
and men lost, and any special discoveries. 

The final stop before setting out for Terra 
Incognita is the Harbor Master’s office. Here, 
one can buy all of the provisions, men and 
equipment necessary to undertake the jour- 
ney. Initially, it is best to stick with one ship 
and provision it well in lieu of leaving with 
half laden ships. Profits from the initial voy- 
ages should allow one to expand 
the transportation base rapidly. 

Explorers arc the cheapest men 
to hire, though they consume 
food faster than their more stal- 
wart compatriots, sokliers and 
clergy. Keeping in mind that 
explorers arc necessary to map 
the new wotld, and one needs 
to establish settlements quickly, 
it is best to begin almost exclu- 
sively with these men and incor- 


porate the others on later voyages. Several 
horses arc important both as a mode of rapid 
transportation and to pack import and export 
goods more efficiently. As for Old World 
cargo, animals, old world plants and weapons 



can be used for trade with tribal chieftains. 
Food can be used as a trade commodit)' as 
well, but is primarily used to keep the party 
on its feet, 

Shoving Off 

Leaving Spain, one is transferred to an over- 
head view which forms the backdrop for all 
navigation and exploration in the game. A 
single ship icon represents the group while at 
sea, but several men move across the terrain 
once landfall is made. Players use either the 
keyboard arrows or a joystick to control 
movement; mouse support is not provided. 

Upon making landfall, a pop-up menu al- 
lows the player to drop off men and equip- 
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throne, it's your destiny to match sword and sorcery against the foul Ruzakian Hord. Seek incredible magicks to augment 
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menc for die overland expedition. Ifsome of 
the crew is to remain with the ship, one must 
ensure that there’s enough food for both par- 
ties before departing. Once c.stahlished, the 
expedition will begin movement ashore. H at 
lease one explorer is present in the party, ihe.se 
travels will be mapped permanently. The rate 


of travel is affected by the mode of travel 
{mounted on horses is naturally the fastest) 
and the various terrain types. Movement is 
fastest on rivers and over plains, desert and 
beach, slightly slower in forest or jungle 
squares, and very slow over mountains. The 
party’s food is consumed based on the passage 
of days, so the more difficult the terrain to be 
traversed, the more time and food is con- 
su med. 

As the party travels it may stumble upon 
burial mounds or gold mines in addition to 
native civilizations. The desecration of burial 
mounds is an easy way to gain some artifacts 
to return to the Old World, but it can have a 
decidedly negative impact on the local popu- 
lace. Gold mines are wonderful discoveries, 
yielding some quick profit as well a.s a new 
feature. In the old .system, mines generally 
had more than the party could carry in one 
trip, so they were visited several times, but 
once the initial supply of gold was exhausted 
the mine was considered tapped. In the new 
system, the player may leave men behind to 
work the gold mine and keep it productive 
and profitable for a longer period of time. As 
before, one must ensure such groups are well 
provisioned such that they don’t starve before 
the player returns. 

“Savage” Culture 

Interaction with the native civilizations is 
essential to success. On the overhead explo- 
ration map, their .settlements are depicted by 
various icons ranging from crude huts for 
warrior and hunter tribes to the elaborate 
pyramids of advanced cultures. Upon collid- 
ing with one of these icons, the player’s per- 
spective changes to the tribal screen. 

The tribal encounter is a close-up overhetid 
view centered on the player character. Boxes 
in the lower right corner of the screen show 


the parry strength and whether or not they 
are brandishing their weapons. The latter is a 
decidedly hostile gesture, but it may be nec- 
essary when trying to establish trade with a 
tribe that is less than welcoming to the Fairo- 
peans. The level of hostility or .suspicion of 
the tribe is denoted by the tempo of the tribal 
drums; the faster the beat, 
the greater the levels of ag- 
gression and the speed at 
which natives will piir.sue 
the player icon. 

The objective of the player 
is to explore the village, find 
the chief, and begin trade 
negotiations. Until die chief 
is approached, the other na- 
tives will pursue the player 
and try to “hump” into him. 
Such contacts cause casual- 
ties to both sides and in- 
crease the level of hostility. 
As such, players intent on 
peaceful trade will enter the 
village without brandishing 
their weapons and avoid all 
contact with the wandering natives until the 
chief is found. 

Powwowwing With The Chief 

By approaching the chief, a separate screen 
pops up for negotiations, d'he player’s objec- 
tive is to develop the relationship to the point 
chat the Ghiefwill agree to trade. One can try 
to amaze the chiefwith technology (generally 
only effective against the most primitive 
tribes), threaten him with violence (usually 
not a good idea), or give him gifts. The chiefs 
reaction to the gift can he .seen in his facial 
expression. Animals and hor.ses tend to be the 
most effective gifts for quick trade, as two or 
three usually constitute sud'icient tribute. 
Old World plants arc less effective, as the 
Chief may become too tired to continue ne- 
gotiations before he has received enough of 
these items to allow trade. Arms should be 
offered only to warlike tribes, otherwise the 
passivistic, aggrarian chiel may be disgusted 
by the offer. Once trade is granted, the player 
has access to all the gold, artilacts, spice and 
new world plants of the tribe, as well as some 
food and native bearers. In this 
sense, it is not trade at ail becau.se 
it is unnecessary to provide any 
furtber Old World items to scrip 
the tribe of all its resources. 

This ability to get Manhattan 
for a string of beads, as it were, is 
the only holdover of the less than 
adequate portrayal of Native 
Americans in the original game. 

The first game tnade it somewhat 
easy, and even fun, to go on 1 ndian 
pacification war parties, some- 
times eliminating whole tribes. 

While some may justifiably argue 
chat the Spaniards had a history of 



rule by force, the design team at Electronic 
Arcs has limited the player’s ability to do so. 

Tribes now possess a tribal memory that 
encompasses a fair portion of the area sur- 
rounding rheir settlements. If neighboring 
.settlements are treated har.shiy, the playerwill 
receive a cold or hostile response upon return 
to other villages in the area: likewise if burial 
mounds are desecrared. I'urther, when play- 
ers insist on remaining aggressive, one of two 
outcomes result: either the natives engulf and 
destroy the expedition or, upon return to 
Spain, tile player is called up short for his 
un-Christian treatment of the native popula- 
tion and thrown in jail. 



On the whole, much of the original design 
has been retained and those modifications 
which have been made enhance, rather than 
detract from game play. Scvefi Cities oj GoUl 
is still the fresh, simple, playable game thac 
broke ground in the early days of computer 
gaming. Players will delight in exploring 
coundc.ss new worlds, building fame and for- 
tune, and extending the glory of the Spanish 
Empire, cgw 
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Seek out the seven secrets of life 

Can you forge through the 

evil that lurks in the depths of the 
eerie dungeons, the ominous 
castle towers and the savage 
countryside? Play alone or with 
a partner. Simply, one fine 
adventure and role playing 
endeavor. 


MODEM PLAY 

1 OR 2 PLAYERS WORKING TOGETHER 
OR IN HEAD TO HEAD COMPETITION 
BREATHTAKING GRAPHICS 
FASCINATING ECONOMIC SYSTEM 
LARGE VARIETY OF MONSTER TYPES 
OVER 50 DUNGEON LEVELS 
AUTO-MAPPING FEATURE 


The "Red Crystal: Seven Secrets of 
Life" is for the IBM PC. It can be 
obtained through your favorite 
retailer or ordered directly by 
calling: 

908-788-2799 

1993® Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 
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Bloodstone 


The usual array of potions, mushrooms and 
herbs is available, and you certainly want to 
stock up on them, especially nift, gonshi, 
mirget and sermin. There arc many new 
monsters in Bloodstone, and they arc all nasty. 
Make no mistake, these critters will be tough. 
Most come with hit points 
in the hundreds {some in 
the high hundreds) and 
high armor protection. ; 

Quite a few of them have . 
spell casting ability as well. 

You are going to need all 
the help you can get, and 
without those herbs, you ■ 
won’t last long. 

As you might expect, : 


Auto-mapping is present and still as crude 
as it was in the Tl’/C series, being a hlocky, 
low-res display of the immediate area, with 
no scrolling. In dungeons, the auto-map 
doesn’t work; you need a map flask and spe- 
cial pearls to get a look at your environs. You 
may want to draw your own maps on paper 
from the display on screen, as pearls can be 
used up pretty quickly in big dungeons where 
the map does not show the entire level at 
once. 

Auto-notes are here, too, with user-selected 
detail levels allowing you to capture every- 
thing or just the most important 


TITLE; 

PRICE: 

SYSTEM; 

REQUIRCMrNT.S: 

PROTECTION; 

DLSIUNER; 

PUBl ISHl-R: 


HIM 

2116-1 1'MH? wMtMlt'r, 2MB RftM lur mwiicI, 
VOA graphics, SMB h.ird drive s(;.k c, inousc 
Norte 

Aftlliony r. Oslrrm.in 
Mindcraft 
Turr.inco. CA 
(800) 525-40 IT 


Hi Ho! Hi Ho! It’s 
Off To Tarq We Go 

Mindcraft’s Dwarven Tale 
Comes Up Short 


by Scorpia 


D warves oflegend — not of Walt Disney 
movies — are stout folks possessed of 
dccidely hot tempers. On the island of 
Tart], the two largest Dwarven clans are war- 
ring for dominance and seeking allies among 
the smaller dwarf factions, 'fhey didn’t pick 
the best of times for this dispute, as the land 
is being invaded by Taldor and other nasty 
creatures. Mindcraft's Bloodstone is the “epic 
Dwarven tale” of their battle for survival and 
control of the isle. 

Your character belongs to one of the smaller 
clans that the larger ones are trying to win 
over to dieir side. In this ca.se, the matter is a 
moot one, since the game begins with your 
clan being massacred by thcTaidor. Onlyyou 
and three companions make it out alive. 

At this point, the player may feel a little 
aimless, but the introduction in the manual 
makes it fairly clear that the hero’s destiny is 
to unite the clans behind one leader to repel 
the invasion. In fact, the game has parallel 
quests: finding the ancient artifacts to be 
given to the leader of your choice, and finding 
away to reach the fabled home of Rohrkhad, 
God of Dwarves and Creation. 

You’ll learn the ’hows’ and ’whys’ of this as 
the game progresses, mostly by talking to 
people and doing some research. In between, 
there is the usual dungeon-delving for impor- 
tant items and treasure. The game plays much 
like any of the Magic Candles, and in fact uses 
the the same engine as Magic Ca)idle III. The 
events in Bloodstone, however, take place in 
the remote past, long before the lands of 
Deruvia are even known of. 

As usual, your character comes pre-created 
with a set group of attributes and skills, but 
you do get to choo.se the gender and name. 
You also begin with a very nice magic axe, an 
heirloom of your clan. 


Your starting com- 
panions are chosen 
from a group of eight. 
There’s plenty of time 
to look them over and 
choose, as the action 
doesn’t begin until the 
party is complete. 
iZach companion you take also comes with 30 
points that you allocate to his or her skills and 
attributes, allowing you to adjust them to 
your liking. 

Magic is very important in this game, so at 
least two, perhaps three, companions should 
have decent magic abilities. All come with a 
limited number of spells and no spell books 
(called “totems” here); to make your friends 
truly effective, you’ll have to buy some totems 
when you find the people who sell them. In 
the meantime, you can pass around your own 
totem to other members for spell learning. 


these monsters also hit very hard. For exam- 
ple, Ranak (whom we picked up early on as 
another party member) had 51 hit points, 
Dwarven chain mail and a bronze helmet. He 
look two hits from a I'aldor and was dead — 
just like that. Ouch! 

This means you can’t depend on your ar- 
mor for much protection, at least not until 
you can afford steel plate and steel helmets. 
There is little point in upgrading anyone’s 
armor before then; the party will have to rely 
on nift to keep them safe from physical blows. 
Nift should be active at all times for cver)’one, 
indoors and out. 
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The King is dead. His brother is 
returning from the crusades. The 
barons are vying for power. It is your 
job to challenge the rogue barons 
and bring the kingdom together. The 
others have made their stand. Now 
you must lead your troops to victory 
over mountains, swamps, deserts, 
and through forests. You have the 
potential ... it’s up to you and you 
alone. 


• SUPERB GRAPHICS 

• UP TO 4 PLAYERS 

• SIMPLE AND INTUITIVE INTERFACE 

• GREAT COMPUTER OPPONENT 

• 30 DIFFERENT OPTIONS FOR EACH GAME (You 
control it all) 

• UNLIMITED VARIETY OF LAND TO CONQUER 

• MANY TERRAIN TYPES (Effecting Production and 
Combat) 

• HALL OF FAME 


The “Heirs to the Throne” computer 
game is for IBM PC. It can be obtained 
through your favorite retailer or call; 

1-908-78e-2799 
or by writing to: 

QQP-495 Highway 202 
Remington, NJ 08822 
Copyright 1993 Q.Q.P. All rights 
reserved. IBM is a trademark of 
International Business Machines. 
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conversations and information. Redundant 
entries can be deleted, and the notes are 
searchable by keyword. You can also insert 
your own notes at any time, as well as run off 
a co|>y of everything on your printer. While 
the auto-map may be primitive, the auto- 
notes (which very few games have) are quite 
good. 


Dungeons follow the rooms/corridors pat- 
tern of Magic Caudle, and you can bet that 
most doors will lead to ho.stile confronta- 
tions. It is best to be prepared for the worst 
before opening any doors. In fact, be ready 
for a fight at any time, as you never know 
when an ambush might occur. As before, 
dungeons that are cleaned out stay that way, 
so if you need to leave to restock stipplies you 
won’t have to fight your way back in again, 
and empty rooms are good places to rest up 
and memorize spells. 

One major change from the A/Cseries is 
that Bloodstone nor require earing. An- 
other is that energy levels do not drop while 
walking around, In previous games, the part)' 
usually tired rapidly during outdoor treks, 
requiring frequent rest stops or the use of 
mushrooms to revitalize everyone. Now, en- 
ergy is used up only while fighting or casting 
spells. However, as many combats will be 
extended ones, a good supply of sermin for all 
is still necessary. 

Teleporters are also in the game, ahhouHi 
there seems to be fewer of them than in the 
A'/Cprodticts. I'ypically, there will be one on 
the last level ofeach dungeon to get you back 
out quicldy, and a few leleportals can be 
found in the outdoors. 

While the game ran cleanly, it had some 
minor and major Raws that, taken together, 
seriously detracted from the experience. For 
one thing, while my character was supposed 
to be a Dwarf, she looked distinctly human 
on screen. It’s hard to take all this Dwarven 
stuff seriously when you don’t even look like 
a Dwarf. 

The town of Rulaan is inhabited entirely by 
Amazons, and as you might expect, they have 
a low opinion of males. They also appear to 
be extremely near-sighted, since their remarks 
clearly showed they thought my character was 
male, not female. 

This problem also shows up at the begin- 
ning, where the graphic of the axe being 


handed over displays two male characters, 
and again at the end, where the concluding 
text includes such phrases as “Scorp pa.sses his 
knowledge on...” Since the playicsters were 
all male, it is likely none of them tried a 
female hero; otherwise these gaffes would 
have been caught and fixed. If the designers 
are going to offer the possibility ol a female 
main character, they should provide 
the appropriate text and graphics. 

Further slip-ups occurred when I 
received wrong information at nvo 
points in the game. One person told 
me the magic Tlcnglc sword was in 
a certain dungeon, when it was actu- 
ally in the possession of a hermit far 
from any dungeon. 

In Haraza, the Loremascer gives 
you a teleportal combination that is 
supposed to send you to Shatlam. 
but actually drops you into South 
Balat, not a good place to be if you 
have a low-level party. 

Magic, as an offensive weapon, is hardly 
worth considering. What good is a spell that 
does 50 points of damage against a monster 
with hundreds of hit points, when one 
fighter, pumped up with mirget and using a 
magically-sharpened weapon, can do 300+ 
damage with one blow? Even with turpin (a 
magic-enhancing plant), spells did nowhere 
near the damage they should have consider- 
ing the power of the opponents. 

Most of the time 1 u.sed such spells as Dis- 
appear, Jump, See, Sharpen, Weaken, Quiver 
and Time Stop. On those rare occasions 
when offensive magic was used, it was mainly 
to polish off already-weakened enemies. 

Poor design shows up again with the place- 
ment of a very nasty dungeon 
close to the starting town. No 
magic word is needetl to enter; the 
party can just walk right in and get 
trashed by a succession of power- 
ful monsters. This place was 
meant for an advanced group, not 
beginners, yet it sits right there 
where the party starts out, a vi- 
cious trap for the unwar)'. 

The real “starter dungeon” hap- 
peiis to be Pradaqa Tower, half- 
way across the island, and it is 
much easier for a new party. It is 
thoughtless planning, to say the 
least, to put an advanced dungeon 
(easily entered, yet!), at the start, and the 
beginner dungeon so far away. It would not 
surprise me if some jilayers gave up right 
there, thinking, “If this is the beginner Avm- 
geon, what are the rest of them like?” 

Another problem 1 had was finding the 
“all-weather canvas.” You need several items 
to build a ship, and all but one are found in 
dungeons. For most of the items, someone, 
somewhere, will give you a clue to the loca- 
tion. But the canvas is not in any dungeon 


and no one has a word to say about it. You 
might think it doesn’t exist. 

It turns out that there is one store that sells 
the canvas, and that’s in a town you won’t be 
visiting for some time in the game. You won’t 
even know it’s for sale until you actually ask 
to buy .something; even the shopkeeper him- 
self doesn’t mention anything about canvas. 
An item this important (and it /V important) 
should have been clued somewhere in the 
game; it is too easily overlooked otherwise. 

The big flaw, however, comes at the end. 
Most of the party’s activities have been di- 
rected to retrieving Dwarven artifacts to give 
to one leader or the other. Thar doesn’t have 
to be done at once; you can hold on to them 
while you decide which one to favor. The last 
of the.se artifacts is the mighty axe Khamalk- 
had, buried below Rohrkhad’s castle. You’d 
think that after getting the axe you would sail 
back and present all the items to the leader 
you want, who would then unite the clans, 
throw out the Taldor, etc. 

No. It doesn’t work that way. 'fhe moment 
you take the axe, the game is over. It goes 
automatically into the ending .sequence, and 
you do not have the opportunity to give 
anything to anyone. If you have given even 
oneartilact to a leader, he becomes the chosen 
one. If you still have them all, then the game 
tnakes a default choice which may not be the 
one you wanted. 

When that happened, I sat there chinking, 
“I spent most of the game collecting the.se 
items, and for what? I still have them and the 
game is over.” The whole focus of the game 
is made pointless, even irrelevant, by this 
gaffe, which is right down therewith the “quit 
and win” finale of Realms ofArkania. 


To avoid this, you must hand off all artifacts 
collected to the clan leader of your choice 
before sailing to Rohrkhad’s castle. Mindcraft 
has put inserts into the game boxes, advising 
players of this same thing. Too little, coo lace, 
perhaps, but better than no warning at all. 

Overall then. Bloodstone turns out to be a 
disappointment. 'I'he interesting story and 
improvements over MC ///are overshadowed 
by design flaws and inadequate playtesting. 
Very likely, only dedicated Magic Candlehns 
will want to slog through this one. cew 




Pctjie 62 


Coiiipiiler Gdininii World 




Outturn Quality Productions. Ino; 


It is vacation time . . . you can sit at 
home watching the grass grow or 
enter our worid . . . LUCKrS 
CASINO ADVENTURE. This could 
just be your lucky break. Everyone 
can “win”, but only the best can hold 
out for the full three weeks. Travel 
between the many casinos, have a 
bite to eat and rest in the hotels. 
Nothing has been left out In this state 
of the art experience of a lifetime. 


The “Lucky’s Casino Adventure” 
computer game is for IBM PC. it can be 
obtained through your favorite retailer or 
call: 

1-908-788-2799 

or by writing to: 

QQP-495 Highway 202 
Flemington, NJ 08822 
Copyright 1993 Q.Q.P. All rights 
reserved. IBM is a trademark of 
International Business Machines. 


Games Included: 5 Different Pokers, 8 Different 
Slots (all completely different), Palgow, Bingo, 
Keno, Baccarat, 3 Different Video Pokers, Money 
Wheel, Blackjack, Casino, Craps, Red Dog, 
Roulette, Caribbean Stud (ALL REAL CASINO 
QUALITY) 

Supports All Major Sound Cards 
256 Spectacular Colors 
Tournament Play 
Scoring History 

640 X 400 VESA VBE 1 .2 Compatible 
Three Week Adventures to experience 
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City Planning 
And The Sword 

SSI’s Stronghold Moves The AD&D 
Line In New Directions 


by H.E. Dille 


S tronghold is a unique release tor SSI, 
having a greater kinship to strategy 
games like Populous or Poivermonger 
than to other titles in the AD&D line. As 
such, many fans of their role-playing games 
may be baffled by the play mechanics and 
objectives of StronghoUL Rather than lead a 
party of characters into another dank dun- 
geon, players must direct five central charac- 
ters as they build and support a vast kingdom. 
Computer-controlled opponents are building 
kingdoms in the same territory, and the player 
must expand and control the entire map to 
earn the title ol Emperor. 



'['he resources available to the player are 
extensive and exciting. Players can build over 
100 structures, including a castle, factories, 
dragon hatcheries, armories, schools of magic, 
forges, guilds, outposts and temples. As play- 
ers construct new buildings the populace and 
kingdom grow stronger. Factors such as the 
farmland, population and taxes can be con- 
trolled by the player or delegated to the com- 
puter, providing a flexible management 
system. Players will know how well they are 
doing based on morale. Content peasants are 
productive; demoralized peasants boo, hiss 
and throw tomatoes. 

Laying The Foundation 

When beginning a game, the player may 


choose to play on a randomly generated map, 
or on one of five pre-generated maps, each of 
which poses a unique challenge. Unlike some 
other games with a map generator, the cohe- 
siveness and logic of the maps created by 
Stronghold -Mc sound. Using this feature, one 
can expect a lot of replay value. 

With the geography of the world estab- 
lished, players must select the level ofhostility 
they desire. The Peaceful, Aggressive and 
Hostile worlds have different starting values 
for initial gold, total gold storage, rate of 
promotion based on morale values, and 
whether or not auto-build features will be 
enabled. 

A Custom option also allows the user to 
specify the total number of monster oppo- 
nents which will appear in the world. Al- 
though the manual states that a maximum of 
60 are possible, the addendum sheet contains 
a small note limiting this figure to 30. 

With these preliminary issues resolved, the 
player begins the game on the main display. 
'Pwo views are possible in this window-based 
interface. The first is an overhead map of the 
entire region; the second is a “postcard” type 
view of the cursor location. 'I’he latter is a 
first-person, 3-D polygon view with bit- 
mapped images of objects. An arrow between 
the two displays allows the player to quickly 
.swap these views in the main window. 


central character. Four other characters will be 
created subsequently; these are used to found 
Keeps to support the main castle. Standard 
AD&D rules arc used in the character rou- 
tines, though players must consider fiictors 
beyond the normal combat bonuses if they 
wish to succeed. Character alignment deter- 



mines the final outcome of the game. I.awfiii 
characters must progress through nine pro- 
motion levels to reach Emperor or Empress 
status through proper management of their 
kingdoms. Chaotic characters must destroy 
all enemy strongholds to win. Neutral charac- 
ters must achieve both objectives, making this 
option the most challenging scenario. 

Each character race has different bonuses 
and liabilities. Successful players will balance 
their five characters to complement one an- 
other. Dwarves are a good choice for the 


Human (and Elven 
and Dwarven...) 

Resources 

The first task is to tour 
the terrain and select the 
location of the main cas- 
tle. Once satisfied with 
the locale, selecting the 
“Create Baron or Baron- 
ess” option will create the 



TITIK: Siionyhokl 

PRICE; SS'I.'JS 

SYSTEM; IfiM 

REQUIREMENTS: 38() or grtMler, 2MI5 RAM, VGA f-r.-iphics. 

6MB lurd ilrivt' spai e, moiist'; supjxirts Acilib 
Coki, SouiidBldilof/l'ni, Pro Audio Spcclruin 
.iikI Rol.uid sound c'.irds 
PROTECnON; Docunifiilatiun look U() 

DESIGNERS; M.irk Uuchignaiii, D.wid Biinncu, 

Don D.iglow, Chris Gteon am! C.ilhryn Mat.ig.i 
PUBLISHER; Slrali!Bic- Simul.>liot\s, Inc. 

Suniiyv.ile, Calilorni.) 

MOB) 737-6800 



64 


Ciwiptticr Gaining World 




By Mark Baldwin and Bob Rakosky 


*> 




1 zeL' XWa. (£Lti ; . , 

Ltl'fe l^"'lV(’i 


i.i;ee 

M Ce!Lu[2illCr 
i HeU-Lid’ ' 
Ve.Lieili£ yeitiiigt- 

Lle-LUtytble 


►^Windows 
^Qxsion 
& 

Scenario 
pack 


AVAILABLE AT YOUR LOCAL SOFTWARE RETAILER OR DIRECT FROM NEW WORLD AT 1 - 800 - 325-8898 
(OR 1-818-999'0607 outside U.S.) P.O. BOX 4302 HOLLYWOOD, CALIFORNIA 90078-4302) 

91992 Nsw Worid Comouhig. Inc and While Wod Productions. Empire Define is a IradematK of New World Computing, Inc. 

New World Computing Is a registered trademark ot New World CompuGng, Inc. ' 

IBM screens shown. Actual screens may vary. , 


Circle Reader Service #92 







First settlement, as their mining bonus will 
yield quick income if one places the settle- 
ment in a mountainous area. Halflings are 
wonderful food producers and arc capable of 
supporting a vast kingdom if two conditions 
are met. First, their settlement should he huilt 
close to water, allowing a double bonus in 
food production. Second, other settlements 
must build granaries so that the food may be 
distributed equitably. 

With a Dwarf settlement promoting cash 
flow and Halflings feeding the masses, the 
player may want to consider sending the 
Dwarf character to the Halfling settlement to 
build other buildings that they can sub- 
.sequently claim. Ownership of buildings and 
rc.sources ties the income and maintenance 
costs to the respective character. In this fash- 
ion, wealthy characters can aid struggling 


communities. Also, one should make the 
third character an Elf and send him off across 
the land claiming every tree in sight, 'frees 
produce money and resources for the owning 
player, but unlike buildings do not degrade if 
unattended. 

The Planned Community 

As one considers the types of buildings to 
construct in each of the settlements, several 
fictors should be kept in mind. First, farms 
are necessary, but one should skew farm pro- 
duction toward the Halflings, who arc the 
only ones capable of making bakeries. Second, 
Marketplaces are es.sencial to every settlement, 
'fhey arc quick producers of income, they 
increase the productivity of farms, and they 
allow the distribution of goods from other 
manufacturers. If one only has 500 gold, then 
one could do a lot worse than produce five 
Marketplaces with these funds. 

Some structures are never worth the re- 
.sources required to build and maintain them, 
fhe two main culprits in this area are public 
baths and city walls. Public baths provide little 


benefit to the jiopulacc (remember, this is 
similar to the Dark Agc.s) and are expensive to 
maintain over the long haul. Likewise, City 
Walls arc only minimally effective against ma- 
rauding monster groups, have an exorbitant 
construction cost, and their maintenance is 
debilitating to even the most productive king- 
doms. As such, city walls are best placed in 
areas where their effect is maximiy.cd, such as 
strategic mountain passes. 

The Power Of The Pyramid 

With the five central characters in place and 
initial construction underway, the player 
must begin to influence events using control 
icons known as “pyramids.” F!ach character 
has its own pyramid located on the right side 
of the screen. Each pyramid invokes one of 
three actions in the area the player is 
currently viewing: Recruit, ‘frain and 
Build. 

fhe yellow portion of the pyramid rep- 
resents the amount of recruiting desired. 

The more intense the recruiting, the 
larger the existing units will become and 
the more new units will he attracted to 
the stronghold. 'I'he light red part of the 
pyramid repre,sents the amoiinr of train- 
ing. 'fhe more power one allocates to this 
portion of the pyramid, the faster the 
units will increase in level. Naturally, 
higher level units perform better in com- 
bat, possessing more hit points and better 
spcllca.sting abilities, 'fhe final portion of 
the pyramid, colored dark red, controls 
the rate of construction. 

Combined, these three settings reflect 
1 00% of the populace’s effort. As such, it 
is necessary to alter the settings to reflect 
the changing situation. In the beginning, 
a heavy emphasis on construction helps 
the kingdom get off to a good start. Later, 
one must allocate a major portion of the 
effort to building and training new iinics; that 
is, unless one wants to tempt neighbors with 
a wealthy, undefended kingdom ripe for 
plunder. 

The Call To Arms 

Considering that no kingdom has ever 
thrived through pacifism alone, it is no sur- 
prise that Strongholdxci\K.\\xcs a mastery of the 
combat arts. Combat occurs whenever units 
of opposing sides occupy the same block of 
the map; it coininues until one side has con- 
trol. From the overhead view, combat appears 
as flashing red and white dots. To draw addi- 
tional friendly units into the battle, the player 
goes to the first-person view and turns up 
“magnets” that attract readied units immedi- 
ately and others as time passes. An overview 
of the battle’s progression is provided via a red 
and white sliding bar, the dominant color 
depicting the side with the advantage. 

Successful combat is essentia! if one has 
cho.scn any alignment other than Lawful. Un- 
fortunately, the manual does not address a key 


aspect of this process. If one is successful in 
destroying an enemy stronghold, any surviv- 
ing monsters will rush off to storm the battle- 
ments of the player’s kingdom in a mass 
kamikaze attack. As such, one should not 
draw off all of their armies to pursue the.se 
orfcn,sive campaigns and leave the kingdom 
undefended. Also, if one had to build bridges 
across the water to attack the enemy, it is best 
to burn the bridges before pursuing the main 
attack. In doing so, one delays the counrerar- 
tack. 

The Emperor’s Diary 

In addition to the situational strategies dis- 
cussed thus far, the player will do well to keep 
three other considerations in mind. First, one 
should use characters in cooperation to de- 


velop well rounded and .self-supporting settle- 
ments. Second, it is better to upgrade existing 
structures than to build new ones; large, 
.sprawling kingdoms tend to be unstable later 
in the game. Finally, one will lose if training 
halls are not built. The more training halls per 
character, the greater the rate of advancement. 
With multiple halls per character, levels will 
advance very fast. Also, one should ignore the 
incorrect annotation in the manual concern- 
ing a maximum of ten Marketplaces. While 
the farm homi.s will only apply to the first ten 
Marketplaces, additional ones are still cheap 
sources of income. 

If one builds a scronghold with Dwarves in 
the mountains and Halflings near water, and 
u.ses sound strategy, it is almost impossible to 
lose. This one play balance flaw is ihe only 
notable weakness of Stronghold. Players will 
have CO avoid this powerful character combi- 
nation as they become more skilled with the 
other portions of the ju'ogram in order to 
maintain a challenge. OthcnvLse, Strojighold 
offers a new perspective to players of SSI’s 
other AD&D products and is highly recom- 
mended. CGW 
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KEVIN DESIGNED A GAME WITN 56 TD0LS.16 
PUZZLES, AND THDUSANDS DF POSSIDLE 


KEVIN’S GOT WAY m MUCN TIME 90 NIS HANDS. 


The Even More Incredible Machine. Even 
more incredible than the original. WeTe 

« talkin’ Computer Game Remew’s 

“Puzzle Game of the Year.” It’s our 
latest puzzle contraption game for 
the obsessive-compulsive lurking within you. 

It starts off innocently enough. Creating 
elaborate contrap- 
tions by rigging 
conveyer l^elLs, 
bellows, and 



OB ® ARE UUnEMARKS OF. OR 



teeter-totters to 
shoot some 
hoops, pop 
some balloons, 
or fill some buckets. Before yt)u know it. 
you’re .sj^ending hours shooting goldfish, 
pushing cats off cliffs, 
and feeding little men to alli- 
gator. Yes, alligators. 

And as if that's not enough, there's over 
70 new puzzles, ! 1 new tools, and a free 



form mode so you can create your own 
puzzles and drive your friends 
crazy. Just like Kevin did to you. 

Kevin's crossed that fine line between 
genius and insanity. Why not join him? 


)ur own 






THE INCREDIBLE 




Available at retail for 
IBM / compatibles, Windows, Macintosh. 
$19-95 updates for registered owners. 
Call 1-800-757-7707 
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YOUR BELLY TANK IS ON FIRE. 
YOUR RADIO IS GONE. 

YOUR AIR FIELD IS 135 MILES AWAY. 
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Fly all new air-to-ground 

MISSIONS, TAKE OUT ENEMY 
BRIDGES, AND STRAFE 
ARMORED VEHICLES. FACE OFF 
AGAINST FAMOUS WWII ACES 
SUCH AS Adolf Galland and 
Hub Zemke. 


Q 

Am— 1/ OAR THROUGH 
FLAK-FILLED SKIES IN 
THE COCKPIT OF YOUR 
SUPERMARINE 

Spitfire. Or one of 
15 other aircraft 
from the INFAMOUS 
Second World War. 




Ships burn in the 
water. Oil drums 
blow on the horizon. 
You’re flying for the 
British RAF one day. 
The german 
Luftwaffe, the next. 


available at retail for IBM /compatibles. 

OR CALL l-SOO-TST-TTOT. 



Aces Over Europe 

The latest in the Great War Planes series. 
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"A rare gerh! Betrayal At Kropdor sets new standards 
AjayKee, Computer Baming World, 


laying games!' 


b^ase^uponb^ 











ITS MNUS 25 DEGREES. 
WINDSAREHOWlllGATfiillini 
AND IHERFSIWEIVE FEET 
DFSNDWDNTHEGRDUND. 


FDOIBAU ANYONE? 


That’s right. Football. Yeah, in this 
weather. What are you a wimp? This 
is how footbaii was meant to be 
piayed. 

Front 


whole season with reai 
NFL rosters and stats. 



Page 
Sports: 
Football 
Pro is the 


real thing. For the die-hard fan who 
iives for Sunday afternoons and 
can’t stand the thought 
of the off-season. 


You’re not just coach for 
a day. You run the 
whoie ieagueforthe 


You’re in charge. 

You’re the coach so 
you controi everything, 
from designing your 
own piays to signing 
free agents and 
making trades. 

There’s even a coilege draft! Sub in 
and out whenever you want. Design 
uniform colors. 



your team, call the 
plays, and watch your 
players spin, flip, dive 
and risk career-ending 
injuries. 



Front Page Sports: Football Pro. 
So real, you’ll wish you were 
wearing a helmet. 


This is your chance to 
prove you can coach 
your way out of a 
paper bag. So pick 



Available at retail for IBM/compatibles. 
Or call 1-800-757-7707. 
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Sneak Preview 


Little White Houses 
For Grue And Me 

Activision’s Return to Zork 

by Charles Ardai 



T here is a white house in the middle of 
the woods that adventure gamers know 
well. Unlike Robert Frost, they do not 
know “whose woods these are” — or whose 
house, for that matter, standing there ail 
boarded up and abandoned. What they do 
know is who the Great Underground Empire 
located beneath the house belongs to. It be- 
longs to all the creatures of the nignt who lurk 
in its dark tunnels and caves; it belongs to the 
Flatheads, lords and rulers of the land of 
Zork; it belongs to Marc Blank and Dave 
Lebling, the “great implementcrs” of Info- 
corn who dreamt up the original Zork trilogy 
more than a decade ago; and it belongs to Si 
the adventurers who have played the Zork 
games over the years, painting wondrous 
scenes in their minds to illustrate the words 
Blank and Lebling put on the screen. 

In attempting to revive and modernize 
Zork, Activision is treading on sacred ground. 
It’s a little bit like daring to remake Casab- 
lanca — or worse, since what Activision has 
undertaken is no mere remake. Return to Zork 
utterly transforms the most famous of Info- 
com’s all-text universes, turning it into a cine- 
matic showcase for cutting-edge graphics and 
sound. There’s hardly any text at all in the 

S me, which is sure to make diehard Infocom 
IS cringe; and the parserless, point-and- 
click interface resembles the latest offerings 
from Tsunami or Sierra much more than it 
does the classics from Infocom. Gamers have 
had every reason over the past several months, 
since advertisements for Return to Zork 
staned appearing, to wonder whether Aaivi- 
sion’s wholesale renovation of their favorite 
fentasy world would render it unrecogniz- 
able. 



The designers, aware of these concerns, de- 
vised an ingenious and satisfying manner to 
allay them in the very first scene of the game. 
Contrary to expectations, Return to Zork 
opens with white text on a black background, 
just as an Infocom game should. Nor is it just 
any text — it’s text lifted straight from the 
opening o? Zork I. A few seconds after the text 
appears, a full-screen image fades in behind 
it: the white house where the Zork legend 
began, drawn with such fidelity to the original 
description that no old-time gamer could fail 
to recognize it. 



The text fades out shortly thereafter, never 
to return, but the point has been made: the 
writers behind Return to Zork haven’t lost 
touch with their roots. Gamers who have 
been worried can rest assured that the Zork 
legacy is in good hands. 

What of those gamers who are new to Zork, 
the graphics-hungry generation to which Re- 
tiim toZork \s presumably intended to appeal? 
fheyget their fix in the opening scene as well. 
After a moment, when the house starts to 
rotate, one realizes that the image is not static 
and flat, as in a conventional 
graphic adventure, bur a de- 
tailed, three-dimensional 
rendering around which the 
“camera” is able to swoop 
and glide, as in the best 
scenes from The 7th Guest. 

Following a bit of business 
suggesting a magical abduc- 
tion (giving the designers a 
chance to show off a sample 
of the full-motion video and 
spoken-word audio em- 


ployed to capture the human actors), one is 
left .soaring over a fractal-rich landscape while 
the soundtrack throbs ominously and Holly- 
wood-style credits roll. 

It’s a stunning opening sequence, on par 
with the opening of King’s Quest VI, and it is 
sure to win even reluctant players over. By the 
time players land at the mountain pass where 
the game begins, they are ready to be taken 
on a fantastic ride. What follows is only occa- 
sionally fantastic, but when it falls short it is 
never the video or audio that is at fault. The 
designers could stand to hone their storytel- 
ling and puzzle-writing skills, as well as their 
game engine — but as for the game’s multime- 
dia rendering, producer Eddie Dombrower 
and his crew have pulled off a performance 
that leaves its competitors far behind. 

Where Have All 
The Flowers Gone? 

The game is divided into three sections. 
First, for a few screens, one finds oneself on a 
mountain by a river; then, for a few more, in 
what remains of a town; and finally, for most 
of the game, in the Great Underground Em- 
pire itself. The dominant characteristic of all 
three sections is emptiness: though one meets 
characters here and there, the bulk of the 
locations are deserted. This is more disturb- 
ing than it sounds, since according to the 
storyline the player goes to Zork expecting to 
find a flourishing community. 

The player’s task is to find out what is going 
on. The town of West Shanbar has vanished. 


Return to Zork 



TITLE: Return to Zork 

PRICE: S79-95 

SYSTEM: IBM, IBM wilh CD-ROM 

REVIEWED ON: CD-ROM 

REQUIREMENTS; IBM ant) I00T(. compatibles (386 
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(CD-b.ised version) or 3.5* HD 
flqi^y drive .ind 23MB hard drive 
space (lloppy-based version) 
PROTECTION: None 

DESIGNER; Eddie Dombrower 

PUBLISHER: Activision 
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the Road to the South has become a pestilen- 
tial No Man’s Land, the “Valley of the Spar- 
rows” has turned into the “Valley of the 
Vultures,” and someone called Morphius has 
been terrorizing the few souls who are ielt by 
invading their dreams. Only a fearless and 
resourceful explorer — hardy enough to wield 
a sword, dogged enough to map mazes, and 
clever enough to solve puzzles — will get past 
all the obstacles and uncover rhe land’s se- 
crets. 

As in earlier games, the storyline 
here is often incidental to the goings-on. 

One spends most of the time dealing 
with the random obstacles laid in one’s 
path, which can usually be overcome by 
making clever use of the objects one 
finds along the way. A simple example: 
there are quite a few locked doors in the 
game, certainly more than there are 
keys. So, other objects have to be pressed 
into service. 

Other puzzles include standoffs the 
player has to end, such as one between a 
blind archer and a petulant, frisky fairy 
(played by the aptly named Robin 
Lively) who is pelting him with acorns; and 
“relationship” puzzles which involve figuring 
out how to get certain characters (a staggering 
lush played by Harold Smith, a timorous waif 
played by Edan Ciross) to part with objects in 
their pos.session. 'fhcrc are interlocked puz- 
zles that the player has to .solve in sequence, 
and one even encounters a few traditioiiid 
puzzles, hearkening back to the likes of the 
treasure room maze in Zork Ilk. a sliding-tile 
puzzle, two mazes, a boardgame, and two pop 
quizzes on GUE trivia. 

Aside from some special interfaces for these 
“puzzle” puzzles, one interacts with the game 
in fliirly conventional point-and-click fash- 
ion. One moves around by clicking on direc- 
tional arrows that appear when the cursor 
pa.sses along the border of a screen. One 
handles objects on the screen or in one’s 
inventory by clicking on them and then .se- 
lecting from the menus of action icons that 
appear; which icons appear depends on the 
situation. For instance, clicking on a whistle 
by itself will produce, among other icons, 
“blow” and “examine.” Clicking the whistle 
on the cow will produce, among others, “feed 
whistle to cow” and “throw whistle at cow.” 


More general command icons, 
including “.save,” “restore” and 
“look at map,” hide just off 
screen along with one’s inven- 
tory, ready to be called up by 
clicking on any blank portion 
of the screen. 

if the game’s system of select- 
ing icons from nested menus is 
not entirely comfortable, it is 
le.ss because it is novel than 
because the designers define 
their commands in counterin- 
tuitive ways. One must “pick 
up” an object before one can 
use it, even if it is in one’s inventory; if one 
invokes the “use” icon, one is given the 
choices “pick up,” “drop” and “examine.” 
Consequentially, one finds oneself “using” 
objects and then “picking them up.” 'fo fur- 
ther confuse matters, “picking up” an object 
is not the same as “putting it in one’s inven- 
toiy” — the latter requires a separate step. 

According to Activision, these arc deliber- 
ate choices made with the intention of mim- 


icking the feel of a text adventure; but, delib- 
erate or not, one cannot escape the feeling 
that they could have been better thought out. 
The fact is that no icon-driven interface, how- 
ever complicated, can replicate a text parser. 
1 can’t count the number of times 1 wanted 
to type in a command that was not on my 
menu of options: one finds a box but is not 
allowed to “open” it, one finds a frame with 
buttons but cannot “push” them, and so on. 
Failing to offer the depth of a text-based 
parser. Return to Zorks interface regrettably 
also loses the too-simple-but- 
agrecabiy-intuitive quality of, 

.say. Sierra’s icon-driven sys- 
tem. It’s the old stoiy about 
tiying CO sit on two stools and 
falling in between: the intent 
was commendable, but the 
execution leaves much to be 
desired. 

Similarly excessive is the 
complexity associated with 
movement which stems from 
Activision’s ambitious attempt 
to simulate a three-dimen- 
sional environment. Each loct- 


tion in the game has up to four “views” 
as.sociated with it: at the location, facing for- 
ward; at the location, facing in the opposite 
direction; at a distance from the location, 
facing it; and at a similar distance, facing it 
from the other direction. Not all “exit” path- 
ways are visible from all four views, meaning 
that one has to treat each view as a separate 
location, d'he main problem with doing so is 
that ir makes mapping the game a real head- 
ache. 

Tripping the player up further is the fact 
that movement within mazes is different 
from movement elsewhere in the game. In 
general, clicking on a left-pointing arrow 
means “go left.” In a maze it means “pivot to 
face left. One is not warned of this distinc- 
tion, however, resulring in much unpleasant 
fumbling when the player finally gets to the 
mazes. 

'fhe third way the player interacts with the 
game (after using objects and moving) is by 
holding conversations with the characters he 
meets. In conversation, one is supposed to be 
able to influence the path one’s discussions 
take by clicking oi\ the emotion icons 
(fa.scinaced, bored, threatening, apolo- 
getic) that appear on the sitie of the 
screen. Unfortunately, in the interestof 
realism, the designers deliberately do 
not have the characters stop talking to 
wait for the player’s input — one just 
has to jump in and hope for the best. 
In some cases the icon one selects only 
alters rhe conversation by a few words; 
in many it has no effect at all. Alas, one 
is never sure that this isn’t one’s own 
fault: one might have selected the 
wrong icon or clicked on the right one, 
but at the wrong instant. So, one tries 
again, and again. 

In time, one realizes that there just aren’t 
that many different conversations in the 
game; much of the time, one can click all one 
wants and still never get a character to say 
anything substantially different. In the proc- 
ess of learning this, however, one ends up 
sitting through every conversation four or five 
times. No matter how exciting one finds the 
prospect of watching human actors in a com- 
puter game, and no matter how good the 
actors are (most here arc excellent), four or 
five is too many times to hear dialogue that is 


Puf-e 74 


Computer Gamin}’ Worlil 



MostPeople 
Can't See a 
Single Reason 

to Tiy Something 
Besides SimCity; 

We See 2000. 

Coming this Christmas. 

m/axi^ s 


Circle Reader Service #83 



SUMO HEAD BUTTS, 
SONIC BOOMS, 
WHIRIWIND KICKS, 
DRAGON PUNCHES, 
BUTT CRUSHES, 
NREBALLS, 

SPINNING PILEDRIVERS 



Street Fighter ll'“ is a registered Irodemork of Copcom Co., Ud. 


WILL YOUR PC SURVIVE? WILL YOU? 



FOR THE PC 


CAPCOM^ 


Distributed by Hi Tech Expressions 


Available af your local soffware relaiier 
or call 1 - 800 - 447- 6543 to order by 
MCAISA/AMEX 


Circle Reader Service #68 








comedy club, when one 
reaches it, looks just like the 
Improv, complete with brick 
walls, stand-up microphone, 
and patrons in modern attire. 

The gag value o( each of 
these scenes is considerable, 
but the net impact of so many 
anachronisms packed into a 
small space is somewhat disap- 
pointing. Again, the designers 
are trying to straddle two 
horses: rhey don’t want to give 
up Zork’s traditional fairies, 
trolls and dwarves, but they see 
no harm in repeatedly breaking the illusion 
with modern references and settings. Maybe 
other gamers will mind less than I did; 1 
found the “anything we want to throw in” 
tone disorienting. It is hard enough to im- 
merse oneself In a fiction unfoltiing on a 
computer screen without the added distrac- 
tion of a milieu that shifts from Mid- 
dle Earth to Middle America and 
back again in the blink of an eye. 

Adding to the sense of disorienta- 
tion is the confused storyline which 
continually leaves the player won- 
dering jusr what he is doing. Is the 
game about finding Morphius? Is it 
about figuring out what happened 
during the imich-talked-about Great 
Difiusion of magic? Is it about find- 
ing “Rooper,” the fellow wbo.se 
sweepstakes mailing is what lures the 
player to Zork in the first place? Is it 
about the disappearance of West 
Shanbar? Is it about none of these 
things? All of them? Some? Which? 

The answer, I think, is “all of 
them,” which is example number 
three of Activision trying to do too 
many things and ending up with a 
muddle. If ever a game would have 
benefited from some judicious par- 
ing down, this is the one. Yet what a 
gorgeous muddle it is! For all the 
criticism the game merits, and for all 
its oddities and excesses. Return to 
Zork persists, scene after scene, in 
satisfying the gamer, largely because 
of its extraordinary effects. 

The mix of digitized backgrounds, fore- 
ground action either com- 
puter-rendered or videotaped, 
full-motion video sequences, 
and genuinely thrilling com- 
puter-generated “movie 

scenes will leave the most jaded 
player breathless. One’s climb 
down the Cliffs of Depression, 
one’s boat ride to East Shanbar, 
and even such simple .sequences 
as one’s trip acro.ss a gift shop 
to get to the cash register are all 
exquisitely rendered. 

First-rate actors lend their 


hand to the process as well. ’Fhough none 
except the prating Wizard Trembyle (Will 
McAllister) has more than a handful of lines, 
all do a creditable job of bringing their char- 
acters to life. Michelle Dahicr is a fine witch, 
with a hint of Sigourney Weaver about her; 
A.J. hanger plays Rebecca Snoot, one of the 
good guys, with the role’s requisite spunk and 
(mild) sexiness: Jojo Mart does a fine job as 
the peculiar, scrufly Canuck; and Moward 
Mann lends some welcome comic relief with 
his turn as the garrulous Lighthouse Keeper. 
There are plenty more, all of them fine, ex- 
cept semi-celebrity Jason (The Wonder Years) 
Hervey who plays the part ol a troll in a scene 
TV Guide properly singled out as embarrass- 
ing. 

Beyond Zork 

The good news: Return to Zork is not bad. 
It’s a flawed game full of great visual mo- 
ments, well worth the attention of anyone 


who wants to see what the future of computer 
gaming looks like. If the Zork legend had to 
rest on this game alone, there probably 
wouldn't be any Zork legend; but as an addi- 
tion to the series. Return to Zork is more than 
satisfactory. 

The better news: Activision is still working 
on their design, their technolog)’ and their 
interface. They are learning from their mis- 
takes and refining their succe.sses, so that their 
next Infbcom game should be even better. 

The best news: their next Infocom game is 
going to be a sequel to PlanetfnU. I’d predict 
that with Steve Meretzky calling the shots, 
that’s going to be one to sec. cgw 
( 


not all that sparkling even the firsr time 
around. 

None of the above makes Return to Zork 
unplayable, but the gameplay is less smooth, 
and the learning curve .somewhat steeper, 
than one would ideally want it to be. Return 
to Zork takes some getting used to. Becau.se of 
the game’s good qualities it’s worth it, but 
players should be prepared to invest some 
rime in the procc.ss. 

Zork, Sweet Zork 

rhe new look of the Great Underground 
Empire also takes some getting u.sed to. 
Gone, for the most part, are the dank caverns 
and convincingly subterranean settings of the 
original. In their place is a mixture of, on one 
hand, semi-Tolkienesque outdoor .scenes 
and, on the other, florescent light-strips, 
modern furnishings, and giant signs saying 
things like “Welcome 'I'o The New West 
Shanbar.” 


The player’s first clue that things are going 
to be different is that he starts the game in 
po.ssession of a Polaroid camera, a pocket rape 
recorder, and a box of matches from 
“Chuckle’s Comedy Club.” 'fhe camera and 
tape recorder arc really just convenient ways 
to let the player keep track of where he has 
been and what he has heard, but they set an 
unexpectedly modern tone that persists 
throughout rhe game. 

Mixed in with the usual ruins, forests and 
wooden buildings are an armorer whose sign 
includes a laser-sighted rifle, an inn which 
looks more like a Holiday Inn than anything 
that belongs in Zork, and a trailer with a 
refrigerator, oven and running water. The 
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The Best Game 
On American Soil 


An Old Hand Jaws About 
Maxis’ SimFarm, SimCity's Country Cousin 


by Randal] Black 


H owdy! You’re the feller what took over 
the old Sim homestead, aren’t ya? 
Well, I've seen ’em come and go. 
Seems like some city slic...I mean sophisti- 
cated urbanite like yourself is always coming 
out here to try their hand at farming. Come 
on in and I’ll try to give you an idea of what 
Simfarmin^ is all about. Get off that chair, 
Freddy! Don’t mind the hog, have a seat. 

First off, you need to understand that farm- 
ing ain’t no dag-blasted hobby. It’s all about 
money. You don’t have any chew on you do 
ya? 1 didn’t think so. Like 1 was saying, it’s all 
about money. You start out with $40,000 
dollars, a homestead and nine plots of land. 
I hat’s when you design your own. There’s 
another way to get started and that’s to take 
over one of the eight farm see-narios that’re 
already up and running — from an apple or- 
chard in Washington State to a cattle fecdlot 
in Michigan to waves of amber grain in Iowa. 
But the best way to learn farming is to start 
from the ground up. There’s a saying around 
these parts: “'Peach a man to fish and you just 
might ruin him for farming.” Freddy, 1 can 
hear you trying to get into that cookie jar! Can 



you believe that dad-burned hog? 

Now, what you want to do is make money 
by growing crops and livestock. “So what’s 
the first thing I should do?” you’re probley 
asking. Well, you’re going to need equipment 
to farm your land, so you should buy a tractor. 
And you need something for the tractor to 
pull so you’d better buy a plow and a planter 
and especially a sprayer. You’re going to be 
doing a lot of spraying, let me tell you. Do 
you like to spray? Well, that’s good because 
you’re going to be doing a lot of it. Fact 


is, sometimes it seems like chat’s all you end 
up doing in SimFarm. But there’s enough 
ocher stuff to keep it purty interesting. 

Now let’s see what else you’re going to 
need. Well, you’ve got to harvest your crops 
so you’d better get a harvester, a truck and a 
trailer. That’s the minimum equipment 
you’ll need to get a crop in the ground and 
get it harvested. Once you’ve bought all that, 
you can turn off the “autolease” option. 
That’s a bunch of fellers from town who’ll 
come and do the work for ya if you don’t have 
the equipment to do it yourself. But they 
charge a lot of money and farming is all about 
money. Did 1 say chat? 

Now, if you leave your equipment out in 
the rain, it’s going to rust. So you’d better buy 
younself a shed. While you’re at it, get yourself 
a couple of silos to store your crops. If you 
don’t have silos, you can’t store whatever 
you’ve growed, and that means you have to 
take whatever price the dag-blasted com- 
modities market in Chicago says your corn or 
tomatoes or sorghum is worth on the day it’s 
harvested. You’re going to find out that the 
price you get for your crops makes all the 
difference between makin’ a go of it and 
having the tax man come and yank your land 
right out from under you. So buy some silos. 
That gives you a little time to think about 
how much they’re offering and how much 
you want to get. 

Now you’re just about ready to plant your 
first crop. If you were smart, you’d put your 
sheds and the like off to the side, maybe near 
your homestead, so as they don’t rake up 
good ground that can be put into production. 
A big part of making your farm productive is 
laying it out right. You may of noticed that 
your land is covered with rocks 
and trees. Before you can plant 
you’re going to have to bulldoze 
them. Unless, of course, you set 
your options for “autodozc.” In 
chat case you can plunk down a 
crop without worrying about 
rocks and trees. But then there’s 
those that like to do it themselves. 

The next thing to do is click 
your mouse on the plant icon and 


drag it over to the crop you want to plant. I’m 
partial to strawberries, but you can make 
money on just about anything. It’s real im- 
portant that you plop down your crop in a 
spot that gives you a little bit of elbow room 
around the edges for roads and irrigation 
ditches. The minute you plant a crop, your 
problems start. Nobody said farming was 
easy. There’s a pretty good chance you’re 
going to sec a picture of a wave on one corner 
of your field. That’s bad. Unless you and 



Annette Funiccllo plan to go surfing, you’ve 
got to get rid of chat wave. 1 1 means your crop 
is being flooded. Fhc best way to do that is 
click on the picture of an irrigation ditch and 
run a line of trench around one edge of this 
field to drain it. I'hc best place to put irriga- 
tion ditches is on the right side or the cop or 
bottom of a field ’cause you want to leave the 
leftside .available fora road. If your farm is in 
a dry climate, you should hook up your irri- 
gation ditches to a windmill or a water pump 
that you put in next to a river or lake. Higger- 
ing out how to connect up all your irrigation 
ditches can be a right interesting puzzle — 
kind of like hooking up electricity in SimCity. 

Building roads that go to your 
crops is real important ’cause if you 
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don’t, your going to wear out your machinery 
faster. So click on the dirt road icon and run 
a stretch up the left side of your field and 
connect it to the .shed where your equipment 
is stored. Just benveen you and me, the farm 
hands that operate your machinery are 
dumber than possums. They’ll drive all over 
tarnation looking for a road, and half the time 
they can’t figure out how to get around a 
durned silo and end up wearing out your 
tractor. But then again look at what your 
payin' them: room and board and all the 
electrons they can eat. Nobody said Sims 
were smart. 

By now the irrigation ditches shoidd have 
gotten rid of the wave, hut there will still be 
a picture of fertilizer sirring smack dab on 
your field. That means the soil ouality is poor 
and you need to spray your field with fertil- 
izer. Do you like to spray? Here’s your 
chance. Click on the spray button, drag over 
to the fertilize option and let go. Your pointer 
now looks like a spray can and any field you 
click on will receive a dousing of the very best 
electronic manure money can buy. You’ll 
notice that your tractor will pull the sprayer 



back and forth across the field real fast and 
then head back to the shed. Did I tell you to 
click on the hand icon and move all your 
equipment into the shed yet? Oh well, a little 
rust gives machinery that quaint, rustic look 
so beloved by city sl... sophisticated urbanites. 
You can also make the soil more fertile by 
rotating your crops. No, 1 don’t mean going 
out and twirling your sugar beets. I mean 
planting different stuff, like soy beans, ever)' 
few harvests. 

Okay, now your crop is growing. You 
might want to check on how it’s doing by 
clicking on the magnifying glass and then 
putting it on the field and clicking again. Up 


pops your crop’s time line with gauges at the 
Dottom showing how it’s doing vis-a-vis 
pests, weeds, disease, water and soil quality. 
You didn’t think a clod hopper like me could 
use a phrase like vis-a-vis in a sentence, but 
there’s a lot of things you don’t know about 
us Sims. Depending on the kind of crop you 
selected to plant, about now you should be 
seeing some problems with pests or weeds or 
disease. There are a couple of ways to get your 
crops sprayed. One way is to just click on the 
spray you want and then on the field you 
want sprayed. Another way is to go into the 
crop’s timeline and set up a scnedule for 
spraying ahead of time, but golly if that ain’t 
tedious! 

But there’s still another way to spray. When 
your farm gets big and the town has growed 
enough to get an airport, you can buy a crop 
duster airplane. You buy fuel and whatever 
kind of spray you want to pur on your crops 
and then you fly it yourself using your key- 
board. As a flight simulator, it’s pretty primi- 
tive, but the first few flights are fun ’cause you 
have to worry about running out of gas and 
not crashing. Don’t tell my wife, but I had a 
good time crashin’ crop dusters into different 
stuff, just to see what happened. I blew up the 
town real good! Once you get the hang of it, 
though, spraying with the crop duster gets to 
be as much of a chore as any other way of 
spraying. 

It’s a darn shame there ain’t no “autospray” 
option ’cause a body can sure get tired of it. 
Seems like what really keeps a person from 
buyin’ lots more land and puttin’ in lots more 
crops is knowin’ that he’s gonna have to spray 
it all. Heck, once my farm got big enough, I’d 
even be willin’ to pay a percentage of the crop 
on each acre of land that was being sprayed 
for me, sorta like hiring a manager or a share- 
cropper. Maybe the folks what dreamed up 
this game might consider it. 

Once you’ve planted the right kind of crop 
and irrigated and sprayed, there’s a good 
chance the harvest will come in with a “high” 
or at least “fair” quality, and now we’re talk- 
ing paydirt. If a crop is poor, you’ll still make 
a little money, but if it’s bad, you’re not going 
to get diddley squat. To make any real 
money, you have to keep an eye on the com- 
modities market. You can store your harvest 
and wait until the price for a particular crop 
goes up, or you can do something called a 
Futures contract where you lock in a price 
while the crop is still in the field. A big part 
of ShnFarmm^ turns out to be checkin’ prices 
all the time, and it would be nice to have a 
“business page” or a “broker” option that 
would let you know when the price for pea- 
nuts or almonds or apples or whichever of the 
24 crops has reached a high price. Still, it’s 
not a big problem. 

You can borrow money if you don’t mind 
payin’ some goll-durned banker 15% inter- 
est. But be careful that you make your loan 
payments and pay your taxes ’cause those 


sons-of-guns will sell your assets, and even 
your land, and that’s after they’ve blowed up 
all the buildings on it. When you do manage 
to pay taxes, the town will grow and you get 
to vote on whether you want the Sims to put 
in residential or commercial districts or 
maybe a fairgrounds or airport. When you do 
real good, your homestead gets fixed up and 
you get to see a cow with fruit on her head do 
a little dance, which is something 1 hadn’t 
personally never seen until that implemenr 
convention in Fresno. 

Once you get a little money, you can try 
your hand at raising cows, sheep, pigs or 
horses. You build a corral and put in feed and 



water troughs, which are kept full ifyou have 
a water tower. Keep ’em fed and watered until 
they’re big enough to have babies — that’s 
when the real money starts rollin’ in, least- 
ways that’s what I hear. Livestock arc dumber 
than farm hands, so don’t be shy about piling 
on the feed. Before they can eat or drink, they 
have to run smack into food and water and 
they move so randomly that a horse looks like 
a Brownie-in-motion. Livestock cat less and 
do better if they have a barn to go in. If they 
run out of food or water, watch out. They’ll 
break down your fences and run through 
your fields, eatin’ up big patches and gettin’ 
run over by farm implements. 

Well, I’ve got chores to do so you’re on your 
own, neighbor. It’s not perfect, but learning 
how to SimFarm is a lot of fun. The manual’s 
a humdinger, real top shelf, with plenty of 
advice and just the right amount of jokes. 
And somebody took a lot of time making 
SimFarm look real purty. Sometimes it seems 
like you can almost smell the gladiolus 
blooming. You’ll appreciate the sound ef- 
fects, especiall)' if you know what a real pig 
sounds like, isn’t that right, Freddy? cgw 
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Power Tools 
For Pilots 


Organizing Your Flight Simulator \Norkspace 


I f you’re like me, a die-hard Flight Shnula- 
tor 4 fanatic, then you probably own a 
horde of add-on accessories for the prod- 
uct. Aircraft and Scenery Designer (ASD), Air- 
craft and Adventure Facto)y (AAF), a bunch of 
.scenery packages, scenery utilities and tons of 
flight adventures— in total, over 50 megabytes 
of Flics— overpopulate my hard drive real es- 
tate. Organizing this much data can be a real 
bear: Either you stuff cver)'thing into one 
directory, or you tr)' to organize it through 
multiple directories. In either case, locating a 
specific file or group of files can be quite a 
chore. What we need is a utility that 
will organize all of our FS4 files and 
free up some hard disk space. 

The folks at Mallard Software, who 
happen to produce most of these FS4 
add-ons, have developed a good solu- 
tion for managing scenery, aircraft, 
adventures and otner associated FS4 
files. The package is called Pilot’s 
Power Tools (PPT), and it includes file 
management utilities, ASD utilities, 

/Mf utilities, and the Mallard Flight 
Planner\s\)\ch has been previously re- 
leased as a stand-alone package. 

Zippidy Do Dahs 

PPT uses PKWare’s PKZip file compres- 
sion utility to group and compress files into 
packages that are easier to manage. PPT will 
keep track of the files and will allow access 
and execution of any program within a 
“zipped,” or compressed, file. For example, 
you could “zip” the entire dircctoiy contain- 
ing Mallard’s Japan 5twt';}'and view the con- 
cents of the zipped file within PPT. You could 
then tell PPTso run Flight SimulatorWxih the 
selected zip file. PPTwill unzip the needed 
files, then load and run Flight Sinudatorwx&i 
the selected scener)e When you’re done fly- 
ing, TPywill rezip the scenery files and delete 
the uncompressed files. And you’re not lim- 
ited CO just one file; a group of zip files can be 
selected and launched with FS4. So you could 
.select the San Diego, Los Angeles and San 
Francisco sccner)'^ files, uncompress and load 


by Tiinothi/ Trimble 

the three files, and then fiy from Mexico to 
The Bay. 

ASD Utilities 

PPT also provides a set of utilities and 
reports for use with Aircraft and Scenety De- 
signer. Reports can be generated that will list 
all of the navigational aids within a specific 
scenery file. Another report will show the 
coordinates, radius and all of the navigational 
aids. The navigational aids include informa- 
tion on all of the runways, VORs and NDBs. 
Another report will show the amount of over- 


lap between vatious scenery files. The utilities 
will allow a scenery designer to change the 
boundary radius and the center of a scenery 
file. A graphic plot can be produced that will 
show a single scenery file or multiple scenery 
files showing navigational aids and areas of 
overlap. 'I'his can be quite helpful for some- 
one tiying to trim down unnecessar)' tcrritoiy 
within a scenery file. 

AAF Tools 

Owners of the Aircraft and Adventure Fac- 
toty package will also enjoy a set of utilities 
and reports. The reports are designed to assist 
in “programming” adventures for FS4. PPT 
can generate a cross-reference report that 
shows a list of functions, variables, frequen- 
cies and Norrh/East coordinates that AAFxs 
using, and which lines of code the references 
appear on. PPTWxW also count the number 
of labels that are being used by an adventure, 
which is important to track since AAF WxW 
only allow 4000 labels for each adventure. 


New Generation Of Adventures 

One of my favorite aspects of PPT'xs its 
ability to convert flight plans into adventures 
for use with AAF. Using the Flight Planner 
portion of PPT, an armchair pilot can create 
a complete flight plan consisting of departure 
point, waypoints, destination point, speed 
and altitude cn route, and weather condi- 
tions. PP’F will then run this flight plan 
through the adventure generator that comes 
with AAF. The end result is an adventure in 
which Air Trafi'ic Control will stay in touch 
with the pilot and issue directions for 
the planned flight. Deviation from the 
“filed” flight plan will result in a scold- 
ing from the controller unless the pilot 
has requested permission to deviate. 
The generated adventure allows for de- 
viation, repetition of ATC instructions, 
ATC radar check, and flight plan auto- 
pilot. 

Final Approach 

PPT'xs, a DOvS-based program with its 
own graphical interface. It requires a 
minimum of 59()K of available mem- 
ory (more if it is going to be used as a shell for 
loading Flight Simulator 4). All of the pro- 
gram options are presented via pull-down 
menus and pop-up windows; a mouse is pre- 
ferred but not required. 

Before PP T, 1 don’t know how I was able 
to manage 50 megabytes of Flight Simulator 
related files. 1 highly recommend it for any- 
one who is suffering under the weight of their 
Flight Sim fanaticism. 

Until next time, this is the Timinator say- 
ing, “Remember to turn your head before 
spitting from an open cockpit biplane!” 

For more information on Pilot’s Power 
Toob, contact: 

Mallard Software, Inc. 

3207 Justin Rd. 

Flower Mound, TX. 75028 

(214) 539-3481 Voice 

(214) 539-6676 2400 baud BBS cgw 
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The Scorpion s Tale isaivarni and comfort- 
able tavern of the mind, complete with a 
cozy fire of vibrant images. Our resident 
storyteller conjures up illuminating hints 
about games, so if our gentle readers eschew 
hints, let them bewar^. 

Qo West Young 
Scorpia! 


Our Adventure Game Expert Ropes n’ Brands Freddy Pharkas 


A h. it’s aucumii a^ain, and none too 
soon. That wasn t one of the better 
summers around, and even bred was 
grumpier than usual (and that’s grumpy!). 
But if you think the weather was bad, you 
ain’t seen nothing until you take a little trip 
out west to Coarsegold, CA...now there’s a 
place with problems! 

Yessiree, buckaroos, it’s time for high iinks 
and Lowe (veiy low) humor in the wiki and 
woolly west (the wild is provided by the jokes, 
and the wool is provided by the sheep). 
I'here’s more adventure in being a frontier 
pharmacist than you ever imagined. 

One thing to keep in mind is that the mouse 
“hot spots’’ can be troublesome. Sometimes 
you have to click on exactly the right spot to 
get a reaction or accomplish something. If 
you’re sure you’re trying the right thing but 
nothing happens, move the cursor around 
ami keep trying. 

Okay pardner, before things start to get 
interesting, mosey on through the town. It 
helps to know where everything is, and noth- 
ing much will happen until Freddy enters the 
pharmacy, so take the time to learn your way 
around. And remember the Golden Rule of 
Adventuring: Snarf everything you can get 
your hot little hands on because you’ll prob- 
ably need it sooner or later. 

So it’s time to get cracking. There’s not 
much CO say about Act I ol this saga. Freddy 
just does his job, filling prescriptions. It is all 
pretty simple — just look up the (ormulas in 
the handbook. All right, it was simple until 
Madame showed up with that illegible pre- 
scription (personally, I wouldn’t crust any 
doctor who’s drunk most ol the time). 

Better visit Doc about this one, Freddy. Bur 
ya still need to read what he wrote down, and 
Doc’s no help there. Maybe there’s some way 
you could see things the way he does. (Had 
your eyes checked lately, Freddy? Could be 
you need glasses, eh?) 

Hold on, you’re not done yet. Check your 
handbook on that stuff. Like T said before, 
[his doctor isn’t the most trustworthy physi- 


cian around. Okay, now you can fix up Ma- 
dame’s medicine. 

By golly, it’s a busy day here at the phar- 
macy. No sooner docs Madame leave than 
another customer waltzes in. No mixing this 
time, though; off-the-rack stuff is what you 
need here. (Freddy didlook over all his stock, 
right?) 

Uh-oh, here comes the Sheriff... and he just 
closed down the pharmacy! Something sure 
is rotten in the town of Coarsegold, and 
Freddy’s gonna have to do something about 
that 'cuz no one else is. 

But first it’s time for Freddy Pharkas, Fron- 
tier Hero. You thought being put out of 
business was bad? Hah! Act 11 opens with the 
Deadly Equine Gas Attack... well, we know 
where flatulence comes from, so let’s just 
move right along here. 



First thing Freddy-boy needs is a way to 
breathe. He’s not gonna last long in that 
gas-saturated air. Check out that blacksmith’s 
very carefully, and drop in on Mom’s, too. 

Now ya gotta make the antidote, and that 
requires a sample (the things a hero has to 
do., .and it doesn’t get any better from here 
on). After that, just analyze the stuff and whip 
up the right medicine. Be carefiil where you 
put it, though. I wouldn’t try stuffing it down 
a horse’s throat. 

Whew! Everyone can breathe easier now. 
Good work, Freddy! Wait, what’s that? 
Someone just came running in with dire 
news: A snail stampede is heading right for 
the town! You gotta head cm off at the pass, 
Freddy, or the whole place will be slimed! 


What do we Itnow about snails? Well, salt 
would work, but there’s none around. Noth- 
ing you can brew up in the lab for this, either. 

I tell ya, problems like this are enough to drive 
a man to drink, or maybe even religion. 

Okay, the snails are taken care of, but now 
there’s that Indian (a real, from-India-type 
Indian) you have to get off that anthill. This 
puzzle is mere child’s play, and soon Freddy 
has a devoted friend and assistant (optimistic, 
our Freddy, taking on help when his store is 
out of commission). 

This is no time to take it easy, though, 
’cause there’s more problems ahead. All you 
gotta see is half the town lined up outside the 
single outhouse to know it’s trouble on the 
run (ahem). Good thing your handy hand- 
book has just the solution. Remember this is 
potent stuff, so make sure it’s watered down. 

It’s been a busy day. Bet you’re ready for a 
good night’s sleep, eh? Forget it! You’ve got 
more work to do — like putting out the fire 
before the pharmac)'^ (and maybe the whole 
town) goes up in flames. 

Now, being a smart pharmacist, you prob- 
ably figured out that’s what the baking soda 
is for, and you’d be right. But simply tossing 
the sacks on the fire by hand isn’t gonna help 
a whole lot. Using that method you can only 
do one sack at a time. You’ll have to dump 
the load at once, so get into the swing of 
things and hop to it, because there isn’t much 
time left. 

After all that excitement, Freddy’s too 
pumped up to sleep, and that’s only natural. 
Hey, doesn’t Madame ow'c you a little some- 
thing? This could be a good time to collect 
on that debt. 

So, the Big Boss, the person who’s out to 
destroy the town, is gonna bring in some 
heavy guns. That doesn’t sound too good, 
Freddy, especially for you. It’s time to head 
into Act III, the big disguise extravaganza. 

So whaddaya need? New clothes, a new ear, 
a pair of six-guns. ..some ammo would help, 
and them shootin’ irons could use a good 
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cleaning. Whittlin’ Willy can give you some 
advice — listen carefully to what he says. 

Bet Freddy’s had his eyes on Mom’s pic For 
awhile now. Maybe a “trade” of sorts could 
be made here. Wliat has no wheels and flics 
around? (An old joke revamped just for this.) 
That should do the trick. 

Don’t forget to do a little digging (this is a 
grave matter, after all), and be sure to take a 
souvenir, too. Gun practice can be easy or 
hard (I went for medium difficulty and did 
okay), whichever you want, just so you get 
through it. 

All right, Freddy’s spiffed up, fancy outfit, 
new ear, and all. It’s showdown time! 

Well, not quite yet, but at least ya made it 
to Act IV. There’s a couple of things to take 
care of before mecring the Boss, like that 
cheating gambler in the saloon, for one. 

Don’t figure on a straight shoot-out with 
this guy — you’ll never make it, Freddy. This 
is where trick shots are better. Put a little 
bounce into your bullet, so to speak. Ya never 
know what ya might bring down with it. 

No sooner is Ace out of action than a bunch 
of drunken cowboys decide to hurrah the 
town. You needed this, huh? Well, walking 
out the front door isn’t the smartest move you 
can make, unless you’re looking for lead poi- 
soning. Once more, you gotta be devious 
(whicli reminds me, been to the barber’s 

yet?). 


Good, that puts the cowboys out of action. 
Hey, what’s this? Yes! It’s what you’ve been 
waiting for — the gunslingers. No more fool- 
ing around! This is real slap-leather time. And 
just because it’s done up as a shooting gallery 
doesn’t mean it isn’t serious. Blow them var- 
mints away! 

That’ll show the Boss that Freddy Pharkas 
is no one to fool with. Still got that old 
gunslinger couch, he docs. Wait., .coming up 
the street. ..it’s (gasp) Kenny the Kid, the 
same guy who sent Freddy to ear-ly retire- 
ment way back when. Uh-oh. Can our boy 
handle this? 

Not quite. Sorry Freddy, there goes that 
other ear. And you got better things to do 
than lie there in the street, bleeding to death 
(you took everything from the bank box, 
right?). Kenny let slip who the Boss is, so you 
better skedaddle right on over there. 

Oops, the Boss got the drop on you. Good 
thing it’s a one-shot gun; grab something 
quick, and maybe you’ll still have a chance. 
Or maybe half a chance, ’cause now Freddy’s 
down in the cellar, tied to a chair, and the 
btiilding’s about to go up in flames. Hey, after 
everything else so far, this should be easy. 
Right? 

Right! So don’t just sic there singing “Rock- 
a-Bye Baby.” Get a move on to cut those 
ropes and vamoose before you’re Freddy 


Pharkas, Frontier Fat Spot. Remember, every 
cloud has a silver lining. 

Finally, it’s just you and the Boss in a fair 
fight. Well, kinda fair. What does a gun- 
slinger know about swords? Not much. I’ll 
bet. (I have to admit, 1 couldn’t get through 
this one, even in easy mode, so I chickened 
out and bypassed it altogether. Perhaps you 
can do better.) 

And just after you win over the Boss, who 
should sashay in but Kenny the Kid. There’s 
no time to go looking for your guns; you’ll 
have to take him out another way. Poetic 
justice, I call it. 

Yay! It’s done. You’ve saved the town, 
cleaned up the bad guys, and you’ll even have 
customers again! Whew! 

And that’s about it for now. Remember if 
you need help with an adventure game, you 
can reach me in the following ways: 

On Delphi: stop by the GameSIG (under 
the Groups & Clubs menu). 

On GEnie: visit the Games RoundTable 
(type: Scorpia to reach the Games RT). 

By US Mail (enclose a self- addressed, 
stamped envelope if you live in the United 
States): Scorpia, PO Box 338, Gracie Station, 
New York, NY 10028. 

Until next time, happy adventuring! cgw 
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F inancial games have been popular since 
rhe early days of computer gaming. I 
have fond memories of spending hours 
creating financial empires with such classic 
games as Millionaire and Tycoon. In recent 
years new entries in this field have been few 
and far between. Sure, a player could build a 
railroad empire, build a cit)' from scratch, or 
conquer the known universe, but an updated 
financial simulation has not been forthcom- 
ing. Interplay’s new financial market simula- 
tion, Rngi to Riches, attempts to fill that void. 

d'he premise of the game is simple. 'I'he 
player takes the role of” a budding financial 
genius fresh out of college who borrows 
S200,000 from his parents to get into the 
brokerage business. Starting with this meager 
capital, the player can start to build his or her 
financial empire. 


The game offers a choice of two scenarios, 
rhe first is that of the 1929 stock market 
crash. This allows the player to participate in 
the giddy speculation and tragic disaster that 
occurred in that year. It’s also a good scenario 
for beginners since there are fewer variables 
involved in the financial model. Players can 
trade four of the hottest blue-chip stocks 
from that era: GE, AT&T, RCA and U.S. 
Steel, 

The other choice is a modern-day environ- 
ment. In this scenario, players trade portlolios 
based on blue-chip stocks, bonds, oil and gold 
futures. Not only is the pace much faster than 
the 1929 scenario, but players can trade in 
one of three world-wide financial markets: 
New York, London and Tokyo. 


Success cannot be had without a 
dedicated stalFof professionals. The 
game provides the player with stafl 
members who will perform their du- 
ties quickly and efficiently — for a 
price. Hiring personnel involves a 
call to your favorite head hunter: 
he’ll send his candidate for each pos- 
sible opening on your payroll. 

Six types of employees are avail- 
able, the most important lor the 
budding J.P. Morgan being pit run- 
ners. These fellows actually make the 
transactions on the trading fioor lor 
the firm. You cannot play the game 
without pit runners. Secretaries are 
needed to run your office and screen 
or hold your phone calls if you can’t be 
disturbed, fhen, to keep on top of 
your financial position, you can hire 
an accountant. Having an accountant 
on stalT allows you to get an up-to- 
the-minute financial statement for 
your firm on demand. Apprentices 
are needed, as well, to do some of the 
mundane trading activities and allow 
you to attract clients and additional 
cash toyourcompany. Finally, on the 
seamier side of the business, you can 
hire informants, who will keep you 
up to date on your competitors and 
the SEC, and lawyers, who can keep 
you out of trouble if the SEC gets on 
your case. 

The interface for the game is nicely 
designed. The main office screen pro- 
vides access to all of your employees, trading 
information, telephone and other important 
objects. To use an object, such as the phone, 
the player simply clicks on the phone book to 
select the number to call and clicks on the 
phone to be connected. There 
arc also keyboard equivalents 
provided for every possible ' 
command, but the interface is 
clearly designed for the mouse. 

The office screen is where the 
major activities take place, d'he 
heart of the operation is the 
trading computer which allows 
you to buy and sell the various 
financial instruments and get 


Rags to 


information about their performance. Click- 
ing on the computer screen will cycle through 
the four types of securities available for trad- 
ing. The screen also shows the current price 
of the security and information about the 
player’s position in the market. A running 
graph at the center of the screen shows the 
daily price trend for this security. It’s easy to 
tell at a glance how well this item is doing 
today by checking our this line graph. 

Clicking on the graph portion of the screen 
takes you to another full screen of informa- 
tion about that item. It shows a daily price 
trend graph, a monthly trend graph, and a 
graph showing the player’s current position 
in that security. Information on the player’s 
profits over theiast 30 days (as compared to 
the computer players) and his client base are 
also available. 

The game mechanics work in a way vet)’ 
similar to life. You arrive at your office at 8 
a.m. (or whenever you chose if you like a 
rektxed lifestyle) after a good night of sleep. 
Once in the office, you can take phone calls, 
watch the nevvspaper and television news re- 
1 ^* ports, eyeball the ticker, and 
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be ready when che market opens at 9 a.m. 
During the day, prices of rhe securities go up 
and down based on the events of the day. The 
player can buy and sell by simply clicking the 
buy or sell buttons on his office computer. A 
trust)' pit runner will execute the order if 
possible and inform the boss of the results. 
The player can leave the olfice at any time to 
take an early lunch, go to the mall, grab a 
newspaper, or hit the goll course. At 6 p.m., 
the alarm sounds, allowing the busy executive 
CO head home after a satisfying day, 

So, how does the player know when to buy 
and sell securities to increase his profits? In 
Rags to Riches, like real life, this is no sure way 
to predict the future. But the game provides 
hints and information in several forms. The 
model for the game is clearly event driven, 
and an astute trader must watch for signs that 
might signal a rise or fall in the price of a given 
security. 


First, there is che ticker. This constantly 
moves across the cop of the .screen when the 
market is open. The information displayed 
ranges from che vet)' hcljsful to the extremely 
silly. Next, there is rhe office television which 
in the modern scenario can be tuned to any 
one of four news channels which occasionally 
flash bulletins that can affect che market. 
Also, you can go out on the street and pur- 
chase a foreign or out-of-town newspaper. 
Sometimes these articles can tip )'ou off to 
trends before they start to affect the market. 
Finally, you can calk to the insiders who 
specialize in the four issues being traded. 
Talking to insiders can be extremely reward- 
ing, but players should be aware that they are 
not always right, and many rimes different 
informants will give conflicting information. 
If )'ou spend too much time on the phone 
with insiders, the SEC can get suspicious and 
start an investigation on your firm. The SEC 
can fine you big bucks and even bar your firm 
from trading in certain securities for a period 
of time. 

Flayers can cake either long or short posi- 
tions. A long position is che standard way to 
make money in the market. The player buys 
a security and hopes the price goes up so the 
shares can be sold later for a profit. A short 


position is where the player sells shares 
he doesn’t own and waits for rhe price 
of the security to fall so he can fulfill 
those obligations at a later date. In the 
early going, players will be forced to “go 
short” because they simply don’t have 
enough money to buy many shares. 

Once you’ve started to earn money, 
you can go to the mall and spend it on 
useful and useless items to flaunt your 
wealth. Nothing is out of your reach: 
expensive cars, newer and more elegant 
offices, electronic gadgets, vacation 
homes, even sport franchises are avail- 
able for a price. The scoring system in 
rhe game actually cakes into considera- 
tion how much conspicuous consumption 
you manage over your career. 

The player needs to be caref ul not to spend 
beyond his or her means, because making 
money in this game is extremely difficult, and 
keeping it is even harder. Game time 
passes by quickly, and even at the slow- 
est speed you must move fast to catch 
the profitable trends. One bad decision 
can put you out of business and out on 
the street sleeping under a blanket of 
newspapers, especially early on. This is 
not a game for che faint of heart or cho.se 
interested in a light simulation. To suc- 
ceed in Rags to Riches, you must be 
dedicated to the task and be willing to 
spend plenty of time to learn the game. 

Rags to Riches has all the supporting 
elements ofa good game. The interface 
is ea.sy to use, and che screens are well- 
drawn and colorful. The sound support 
is top-notch with crisp music and excel- 
lent voices (particularly the secretary 
asking “Will you take a call please?’’}. The 
documentation is good and even includes a 
concise history of Wall Street. However, the 
game doesn’t work as well as it should. 

First, che game is entirely too long. It can 
take several hours to get a game undei'way, 
and to play an entire year of game time (the 
recommended game length) can cake 40+ 
hours. There are many times, especially early 
in the game, when the player will spend an 
entire clay doing nothing except waiting for 
the market. There are ways to waste time 
quickly (like catching some sleep in your 
office), but a weekly time scale might 
have been used to pick up the pace of 
the game and make it pla)'able in an 
evening or two. 

Also, the financial market simulation 
might be too realistic. You can have a 
hot tip from an insider, spot a news 
flash on )'our office TV (not an easy 
thing to do considering you have to be 
on the right channel and be watching 
it insieati of some other pan of the 
screen) and still be wiped out because 
a security did the opposite of what the 
pundits predicted. Realistic, yes, but it 
makes for a frustrating game. The cas- 


ual gamer can become frustrated quickly with 
a game that is too hard to master despite their 
best efforts. 

While realistic in some ways. Rags to Riches 
doesn’t have enough options to be a true 
“financial market simulation.” You can’t, for 
example, use margins to leverage a good long 
position. Your initial stake of $200,000 is 
woefully small and to make big money 
quickly (the kind you need to build a staffand 
get rolling in the game system) requires that 
)'ou go short. This makes the 1929 scenario 
very difficult because prices are going up in a 
speculative bubble right from the first day. 
Interplay should have considered ujsping the 
initial stake in the beginner level to 
$ 1 ,000,000 or more to help novice players get 
a better understanding of the .system and 
avoid the initial frustration. 

Clearly, the creators of the game walked a 
fine line between “simulation” and “game” 
when working out the details of die design. 
This balance is important in any complex 
game. Unfortunately, it is too dilficult to 
attract the casual gamer looking to amass 
fortunes during an evening’s relaxation, and 
it is also tt)o simplistic to attract rhe attention 
of the financial enthusiast who wants the 
challenge of running a Wall Street portfolio. 
If you are willing to spend the time to learn 
the game and understand the limitations of 
the system. Rags to Riches czw be a rewarding 
experience. For most players, though, the 
return on the time investment needed to 
enjoy the game will be too small to justify the 
expense, cgw 
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CHIPS & BITS inc. 

FREE GAME WITH YOUR $75 ORDER* 

Shipping to US,PR,AK,HI,AFO & FPO S4 per order. Air Mall to Canada S6 per order. Handling $1 per shipment. 

2 Business Day Air US S6 per order; PR, HI S12 1st Item +$2ea.add'l; AK$19 1stltem-i-S2ea. add'l. Handling SI per shipment. 

Europe, S. America Air Mall $19 1st item + S6 ea. add'l. Asia, Australia, Africa, Air Mall $25 Ist Item + $6 ea. add'l. Handling SI per shipment. 


PO Box 234 
Rochester, VT 05767 
Call 800-699-4263 
Fax 802-767-3382 
Int’l 802-767-3033 


IBM SIMULATION 


Red Storm Rising ODCP$12 
Sailing Simulator 3 S42 

Sailing Sim 3 East CoastS32 
Sailing Sim 3 W Coast S32 
Sea Wolf S52 

Seal Team S42 

Secret Weap Lultwaffe S34 
Seen Weap Exp D0335 $21 
Seen Weap Exp He162 $19 
Secrl Weapons Exp P38 $21 
Seert Weapons Exp P80 $1 9 


Shuttle $26 

Silent Service 2 $19 

Sky Chase $9 

Speed Racer $36 

Strike Commander $48 

Strike Comm Speh Pak $24 
Stunt Driver $15 

Stunt Island $36 

Sub War 2025 $42 

Syndicate $39 

Tank $16 

Task Force Admirals Pck$52 
Team Yankee $29 

Team Yankee 2 $24 

Test Drive 2 $30 

Test Drive 2:Collection $19 
Test Drive 2:Euro Chal $6 
Test Drive 2:Muscle Car $12 
Test Drive 2'.Supercars $12 
Test Drive 3 $29 

Test Drive 3:Road & Car $12 
Thunderhawk S9 

Tie Fighter $48 

Top Gun Danger Zone $20 
Tornado $49 

Tracon 2 $29 

Tracon 2 WIN $34 

Tracon WIN $28 

Ultrabots Sanction Earth $39 
Vette $15 

Voice Commandr Ft 1 7A $1 8 
Voice CmmandrF15SE3$18 
Wing Commander $19 
W C Secret Miss 1 & 2 S20 
Wing Commander Deixe $48 
Wing Commander 2 $48 

W C 2 Operation 1 $22 

W C 2 Operation 2 $22 

WC2SpeechMod $13 
W. Commander Acad $42 
Wolfpack S15 

World Circuit $32 

World Circut Champ Ed $45 
X-Wing $40 

X-Wing Mission Disk 1 $20 

Yeager's Air Combat $21 


IBM ADVENTURE 


007 J Bond Stealth AlfaifSl2 


Advol Willie Beamish $24 
All Dogs go to Heaven $17 
Alone in the Dark $36 

Alone in the Dark 2 $36 

Altered Destiny $29 

Amazon $29 

Amazon Trail $32 

An American Tail $21 
Batman Returns S32 

Beverly Hillbillies $30 

Bloodnet $42 

Bloodstone $34 

Blue Force; Next of Kin $42 
Castle Wolfenstein $37 


IBM ADVENTURE 


Codename Iceman S15 

Colonel's Bequest 815 

Conquests Robin Hood 836 

Conquests of Camelot SI 5 

Conspircy Deadlock File 834 

Covert Action S9 

Crime Does Not Pay S9 

Crime Wave $37 

Cruise for a Corpse $19 

D Generation $28 

Dark Half 89 

Dark Heart of Uukrul $34 

David Wolf Secret AgentSIS 
Day of the Tentacle $39 

DejaVu1&2WIN $28 

Diehard $28 

Discoveries of the Deep $37 

Don't Go Alone S6 

Dragon Knight 3 $49 

Dragon's Sphere $42 

Dreamweb $36 

Duck Tales $15 

Dynamix Bundle $29 

Earlhrise S9 

East vs West Berlin 1948 S9 
Elf $24 

Epic $32 

Eric the Unready $32 

Flashback $29 

Floor 13 $15 

Fool's Errand $12 

Freddy Pharkas $42 

Free DC $6 

Future Wars $9 

Gabriel Knight $42 

Galleons of Glory $19 

Gama Force S6 

Gateway S24 

Gateway 2;Homeworld $34 

Godfather 829 

GrailQuest $12 

HUMANS $26 

Havoc for Hire $42 

Heart of China VGA $19 

Heaven and Earth $32 

Heimdall $17 

Hired Guns $32 

Hired Guns $38 

Homey D. Clown 827 

Hook $32 

Hound of Shadow $17 

Inca $29 

Inca 2 $42 

Indy Jones Fate Atlantis $36 

Innocent Until Caught $38 

Inspector Gadget $34 

Isle of the Dead $38 

Jack the Ripper $39 

KGB $17 

King’s Quest 5 VGA $36 

King's Quest 6 VGA $42 

King's Ransom $38 

Kristal $9 

Kronolog ; Nazi Paradox $42 

L.A. Law $9 

Laffer Utilities WIN $24 

Lane Mastadon $6 

Laura Bow 2 $36 

Leather Goddesses $12 

Leather Goddesses 2 $42 

Legend of Kyrandia $32 

Leisure Suit Larry 1 VGAS12 
Leisure Suit Larry 5 VGAS19 
Leisure Suit Larry 6 $42 

Leisure Suit Larry Bndle 339 

Loom $19 



Visa & MC Accepted, CODs $6. Checks Held 4 Weeks. Money Orders 
Treated as Cash. Most Items Shipped Same Day. Shipping limes nol 
guaranteed, Check compaiiblllty before you buy. Defectives replaced 
with same product. Offer, price & availabillly subject to change. All 

Sales Final. -see page b for details 


‘SAM & MAX HIT 
THE ROAD' 
Freelance animal 
police partners 
Sam and Max team 
up to solve the 
mystery of the 
missing Bigfoot, 
Bruno. Contains 
full screen graph- 
ics, lull talkie intro- 
duction, a free ac- 
tivity book & built 
in mini-games. $38 
Available Now! 
X-Wing Mission 2: 
B-Wing Fighter 


•FLEET DEFEND- 
ER F14’ Whether 
on routine Fleet 
defense duties, air 
to air combat en- 
gagements orspe- 
cial intercept mis- 
sions, the F-14 
Tomcat leads the 
field. Features 
slate of the arl 3D 
visuals, accurate 
flight modeling of 
all planes, authen- 
tic radar and weap- 
ons system, & 
campaigns. S48 


•STAR TREK; 
JUDGMENT 
RITES' Captain's 
Log stardate 
6238.4. You're 
being watched. By 
whom or what is 
unknown, but 
strange events are 
happening. You're 
a long way from 
Starlleet command 
and only you can 
discover what is 
challenging your 
mind beyond your 
nighlmares. $33 


'RETURN TO 
ZORK' is the next 
generation in the 
classicZork series. 
Return to Zork is 
an amazing inter- 
activeadventure of 
danger, intrigue, 
and low cunning. 
Filled with lascinal- 
ing puzzles, it lea- 
turesacast of Hol- 
lywood stars, a 
revolulionarytnter- 
lace, over an hour 
of spoken dialogue 
and music. S46 
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IBM ADVENTURE 


Lords of the Rising Sun 834 
Lost File Sherlock HolmeS26 


Lost in LA S37 

Lost in Time S36 

Lost Treasure Inlocom $39 
Lost Treasure Inlocom 2 $29 
Magic Pockets $18 

Manhole $25 

Manhunter New York $28 
Manhunter SanFranciscoSI 5 
Maniac Mansion $18 

Martian Memorandum $19 
Metal Mutant $32 

Mixed Up Faery Tale $29 
Mixed-Up Mother Goose $29 
Murder Club $28 

Murder by the Dozen $15 
Nebulas $27 

Out of this World $36 

Pepper Adventure Time S29 
Plan 9 from Outer Space $31 
Police Quest 1 VGA 324 
Police Quest 2 $15 

Police Quest 3 VGA $29 
Police Quest 4 342 

Prince of Persia $25 

Prince of Persia 2 $45 

Return of the Phantom S39 
Return to Zork S46 

Rex Nblar Cos Gen Ben $36 
Rex Nebular Master Ed. $52 
Riftwar Legacy VGA $37 
Ringv/orld $36 

Rise of the Dragon VGA $34 
Robocop 3 $32 

S D I $7 

Sam & Max Hit the Road $38 
Screen Antics WIN $19 
Search for the King $24 
Secret Monkey Island $23 
Secret Monkey Island 2 $38 
Secret of 7th Labyrinth $42 
Shadow Caster $52 

Shadowgate WIN $34 
Sierra Adventure Bundle $39 
Space Quest 1 VGA S16 
Space Quest 4 VGA $36 
Space Quest 5 VGA S34 
Space Quest Bundle $42 
Spellcasting 101 S19 

Spellcasting 201 $36 

Spellcasting 301 $34 

Star Trek 25th Annivrsry $36 
Star Trek;Judgment Rile $38 
Starship $38 

Stellar 7 $21 

Surf Ninjas $37 

Terminator 2029 $42 

Term 2029 Oper Scour $19 
Term 2029 Rampage $38 
The Dig $45 

The Prophecy $36 

Time Quest $12 

Trolls 37 

Under a Killing Moon $43 
Uninvited $6 

Uninvited WIN $34 

Universe 1 $34 

Universe 2 834 

Universe 3 $34 

Walker $32 

War in Middle Earth $12 
Warriors of Legend $19 
Weird Dreams S9 

Where Amrica Past CSDS37 
Where in Europe CSD $29 


IBM ADVENTURE 


Where in Space CSD DlxS44 

Where in Time CSD 

$32 

Where in USA CSD DIx 

$45 

Where in USA is CSD 

$29 

Where in World CSD 

$32 

Where in World CSD DIx $52 

Wonderland 

$16 

Yserbius 

$24 

1 IBM ADULT 1 

Adult Reference CD 

$24 

Adv Brad Stallion CD 

$39 

Busty Babes CD 

$32 

Centerfold Squares 

$21 

Ecstacy CD 

S32 

Femme Fatale 

$26 

Femme Fatale DD 1 

$18 

Femme Fatale DD 2 

$18 

Femme Fatale DD 3 

818 

Jigsaw Pinups 

$19 

Lovely Ladies CD 

$39 

My Private Collection CDS39 

PC-PixCD 

$39 

Penthouse Jigsaw XXX 

$24 

Planet of Lust 

$12 

Sex Olympics 

$12 

Sex Vixens from Space 

$12 

Strip Poker 3 

831 

Strip Poker 3 DD 1 

$19 

Strip Poker 3 DD 2 

S19 

Strip Poker 3 DD 3 

819 

Strip Poker 3 DD 4 

$19 

Strip Poker 3 DD 5 

819 

Strip Poker 3 DD 6 

$19 

Strip Poker Professional 

$33 

Strip Poker Pro DD 1 

$16 

Strip Poker Pro DD 2 

$16 

Strip Poker Pro DD 3 

$16 

Strip Poker Pro DD 4 

$16 

Strip Poker Pro DD 5 

S16 

Strip Poker Pro DO 6 

$16 

1 IBM ARCADE | 


Airborne Ranger $9 

Aliens Ate My Babysitter SI 9 
Amazing Spiderman $9 

Arachnaphobia $12 

ArmorAlley $15 

Artura $4 

Back to the Future 2 $19 

Back to the Future 3 S12 

Bar Games 89 

Bart's House Weirdness S31 
Battle Storm $32 

Bill & Ted's Excel Adv $19 

Blockout $28 

Budokan S17 

Cogito Windows $38 

Colorado S6 

Cool Croc Twins $24 

Crackdown S17 

Crazy Cars $25 

Creepers $29 

Dark Century $27 

Day of the Viper $19 

□ognapped S12 

Double Dragon 2 815 

Double Dragon 3 86 

Dr Doom’s Revenge S9 

Dragon's Lair 522 

Dragon's Lair 2 $34 
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Electronic Arts’ 

Bill Walsh College Football 

b\/ Wallace Poulter 


T hough 1 can usually be found tethered 
to my computer playing one sports 
game or another, occasionally 1 have 
reason to veniure into the living room. There 
resides the SEGA Genesis, and beside it a 
small stack of SEGA sports games that have 
eatned my tcspcct. Electronic Art’s NHL and 
NHLPA Hockey tor the Genesis arc two of the 
better sports products on the market. In tact, 
if you have a triend around, the two-player 
version of NHLPA Hockey is excuse enough 
to purchase a Genesis machine. I’ve recently 
added another game to my stack. Bill Walsh 
College Football, the latest sports product 
from EA. Here is one more reason for sports 
junkies to consider the Sega Genesis, for Bill 
Walsh College FootballpvoAdcs the best sports 
action yet to be seen in a cartridge product. 



Walsh, the man, has always been an inter- 
esting character. Known primarily as a tutor 
of quarterbacks like Ken Anderson and Dan 
Pouts, Walsh was passed over for the Bengal’s 
head coaching position in one of Paul 
Brown’s more forgettable decisions. His first 
stint at Stanford was a reasonable success, but 
it took Walsh until his third year as an NPL 
coach just to win mote than two games per 
year. However, multiple Super Bowl victories 
later and an induction into the Pro Football 
Hall of Fame, the tag of Genius seems appro- 
priate. Though a great coach, Walsh’s great- 
est gift is his eye for player personnel moves. 


While there were the occasional first round 
blunders (Todd Shell, anyone?), his ability to 
pull quality starters from the middle rounds 
was ultimately the foundation of the Niners’ 
dynasty. 

The return of Walsh to Stanford was some- 
thing of a coup for the college ranks. In his 
first year, Walsh not only made Paterno and 
Penn State look silly in a Blockbuster Bowl 
blowout, but CO the ever grateful millions of 
Notre Dame-haters, he well and truly put 
Lou “Give him some Stilton and he could 
have his own Whine and Cheese Part}'” Holtz 
in his place. As the biggest name in college 
football today, it was inevitable that we would 
sec a Bill Walsh licensed game, Getting this 
license was quite a coup for EA and a great 
boon for cartridge sports games. 

While EA took pains to point out this was 
anew engine, players of John Maelelen Football 
will feel right at home. Character animations 
and the cflects of different field conditions are 
veiy similar to Madden, and the standard 
Madden all-time great and playoff options 
are included. However, it is the AI chat sets 
this game head and shoulders above any other 
sports game. Simply put, it reacts. Most 
sports games, especially cartridge ones, have 
laughable artificial intelligence. Usually a sin- 
gle play can be found that will generate a first 
down, or even a touch down, every single 
time. In the case oiBill Walsh College Football, 
the AI adjusts to your play calling. If you 
continually cry to run a play up the middle, 
you will soon notice that appropriate defen- 
sive fotmations will be called and the 
linebackers will start to edge their way 
toward the line before the snap. 

Moreover, each segment of the ream 
has a racing. Some defensive backs will 
have excellent coverage, while others 
will be only so-so. This means that a 
play that is routinely successful against 
one opponent will not be so against 
another. In addition, some teams will 
be more aggressive at hitting a receiver 


within five yards of the line of scrimmage, 
throwing off the pass pattern of even the best 
receivers. 

Game options include Exhibition, Playoff 
and All-Time Playoff In the latter, “All- 
d'ime” teams of the last 15 years match up. 
Here the Bulldogs of Walker and the Tigers 
of Jackson can be found, along with the Bos- 



ton College team of Flutie and the Marino 
team of Pitt. (I remember Marino was pretty 
good, but 1 don’t think his Pitt team could be 
called “great.”) There are some pretty nice 
matchups. The standard EA playoff tree is 
used. \C^ile this is enjoyable, it would be nice 
to have some kind of league ^tion. Most fans 
wish to have a college playoff system with the 
Bowl Games being used as playoff sites. A 
number of ideas have been put fonvard which 
would include the top 16 teams in a Bowl- 
based National Playoff This would seem an 
ideal format for Bill Wabh College Football 


Bill Walsh College Football 


TITLE; Bill Walsh College Football 

PRICE: $59.95 

SYSTEM: SEGA Genesis 

# OF PLAYERS 1 - 4 

DESIGNERS; jlm Simmons and 

High Score Produtlions 
PUBLISHER: Elecironic Arb 

San Matoo, CA 
(415) 571-7171 


ffASpQRTa 



Page 96 


Conipiaer Gaming Work! 







CHIPS & BITS inc. 

FREE GAME WITH YOUR $75 ORDER* 

Shipping to US,PR,AK,HI,APO & FPO S4 per order. Air Mail to Canada SB per order. Handling SI per shipment. 

2 Business Day Air US $6 per order; PR, HI S12 1st Hem •l■$2 ea. add'l; AK S19 Ist item S2 ea. add'l. Handling S1 per shipment 

Europe, S. America Air Mail SIS 1st item * S6 ea. add'l. Asia, Australia, Africa, Air Mall S25 1st item S6 ea. add’!. Handling $1 per shipment 


PO Box 234 
Rochester, VT 05767 
Call 800-699-4263 
Fax 802-767-3382 
Int’l 802-767-3033 


IBM ARCADE 


Dragon's Lair 3 $34 

Dragon's Lair Esc Singe $34 
Dragons Breath $27 

Eagle’s Rider $29 

Eight Ball Deluxe $38 

Fast Track $25 

Fire & Forget $19 

Flintstones $9 

Freakin Funk Fuzzballs $19 

Galactic Conqueror $31 
Galactic Empire $27 

Gauntlet 2 $9 

Gobliiins 3 $24 

Gobliiins VGA $24 

Gold of the Aztecs $t2 

Gremlins 2 S6 

Guy Spy $24 

Guy Spy Terror Deep $36 

Hard Drivin' 2 $38 

Highway Patrol 2 $27 

Home Alone $27 

Incredible Machine 2 $30 

Incredible Toons $25 

Indy Jones Act Game $17 

Infestation $19 

Innocent $38 

Jetsons $15 

Jetsons $9 

Laffer Utilities $21 

Larry's Casino $9 

Laura Bow Parlor Games $9 
Loopz $24 

Marvel Trilogy $12 

Microsoft Arcade WIN $29 

Monty Python $15 

Ms PacMan $6 

Mystical $27 

Never Ending Story 2 S9 

Never Mind $9 

Night Breed 826 

Ninja Gaiden 2 $12 

Ninja Rabbits $9 

Nova 9 $21 

Oblilerator S6 

Oil's Well $12 

Pac Man S9 

Paper Boy 2 $27 

Pick'n Pile S6 

Pit Fighter $22 

Power Drome S9 

PowerHits: Movies $17 

PowerHits: Sci-Fi $19 

Predator 2 $7 

Prehistorik $29 

Psychic War $24 

Punisher $9 

Ouix $25 

Robocop $28 

Rollerbabes $25 

Rotox $12 

S.C. Out $38 

Savage S9 

Sierra Arcade Bundle $24 

Simpsons:Arcade Game $31 
Sliders $27 

Space Ace $32 

Space Ace 2 $34 

Stellar? $21 

Street Ball $12 

Street Fighting Man S3 

Super Space Invaders $25 

Swamp Gas WIN $38 


Take-A-Break CrosswordS24 
Take-A-Break Pinball $29 
Take-A-Break Pool WIN $29 
Taking of Beverly Hills $9 


IBM ARCADE 


Tengen's Arcade Hits $12 

Terminator $34 

Terrorpods S24 

The Light Corridor S29 

TheTinies $29 

Thexderl $15 

Thexder2:FireHawk $15 

Tristan Pinball $19 

Vaxine $12 

Volfied $19 

Wild Wheels $12 

Wrath of the Demon $21 

X-Men2 $10 

Xenocide $5 

Xiphos $9 

Zool $34 


IBM HINT BOOKS 


688 Attack Sub S10 

A-Train S16 

Advent Willie Beamish S10 
Altered Destiny $10 

Bard's Tale 1 $10 

Bard's Tale 2 $10 

Bard's Tale 3 $10 

Bargon Attack $10 

Blue Force: Next of Kin $10 
Buck Rogers Countdown 810 
Castle of Dr Brain 810 
Champions of Krynn 810 
Civilization $16 

Codename Iceman $10 
Colonel's Bequest $10 


Conquests Robin Hood $10 
Conquests of Camelot $10 
Curse of Azure Bonds $10 
Dark Queen of Krynn $10 


Darklands $14 

Darkspyre $10 

Death Knights of Krynn $10 
Dragons of Flame $8 

Dungeon Master $10 

Dynamix Great Planes $16 
EcoQuesI $10 

Elvira Mistress Dark 810 
Elvira 2 Jaws Cerberus $10 
Eye ol the Beholder $10 
Eye of the Beholder 2 $12 

Eye of the Beholder 3 $10 

Fascination $10 

Fred Pharkas Fron PharmS8 
Gateway Savge Frontier $10 
Global Conquest Strat $21 
Gobliiins $10 

Gold Rush $10 

Gunship 2000 $16 

Harpoon $16 

Heart of China 810 

Hero's Quest $10 

Hilisfar 58 

immortal $10 

Indy Jones 4 $10 

Island 01 Dr Brain $10 
Jetfighter 2.0 $16 

Keef the Thief $10 

King's Quest 1 $10 

King's Quest 2 $10 

King's Quest 3 $10 

King's Quest 4 $10 

King's Quest 5 810 

King’s Quest 6 $10 

Knights of Legend $10 
Laura Bow 2 810 

Leisure Suit Larry 1 $10 



‘EYE OFTHE BE- 
HOLDER 1 • 3 
COLLECTION' 3 
titles that make up 
the best selling 
3-D graphic fanta- 
sy adventure is 
now available in 
one box! Each 
game in the series 
is a critically ac- 
ciaimed mega-hit! 
Now you can ex- 
perience AD&D 
computer fantasy 
role playing like 
never before. $52 


■DAY OF THE 
TENTACLE' Dr. 
Fred's mutated 
purple tentacle is 
out to take overthe 
world. Travel 
through time with 
three outrageous 
characters. CD 
ROM version has 
lull digitized 
speech. 3.5" $39 
CD-ROM $45 
Available Now! 
X-Wing Fighter 
Mission Disk 2: 
B-Wing Fighter 


•PRINCEOFPER- 
SIA 2’ The evil 
magician is back, 
this time he as- 
sumes your identi- 
ty, steals your be- 
loved princess, 
and casts you out 
as a beggar. You 
must battle through 
IStreacherous lev- 
els encountering 
serpents, spikes, 
spells, skeletons, 
and swordsman. 
Then things might 
get murky. $45 


■SPEAR OF DES- 
TINY’ is a Castle 
Woifenstein graph- 
ics adventure 
game. Your mis- 
sion is to recapture 
theSpearirom Hit- 
ler, which legend 
says that no man 
can be defeated 
when he has it. 
Journey through 
20 different levels 
with secret doors 
fidevelsinlhemost 
important mission 
of WW2. S37 


Visa & MC Accepted. CODs S6, Checks Held 4 Weeks. Money Orders 
Treated as Cash, Most Items Shipped Same Day. Shipping times not 
guaranteed. Check compatlblllly before you buy. Detectives replaced 
with same product. Oiler, price & availability subject to change. All 

Sales Final. ’SEE page b for details 
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IBM HINT BOOKS 


Leisure Suit Larry 2 S10 

Leisure Suit Larry 3 $10 

Leisure Suit Larry 5 $10 

Lemmings $21 

Loom 310 

Lord ol the Rings VI 510 
Lord of the Rings V2 $6 
Lost File Sherlock HolmeStO 
Lost in LA $10 

LucasArls Adventure $16 
LucasArts Air Combat $16 
Magic Candle 2 $10 

Magic Candle 3 SiO 

Manhunter New York $10 
Manhuntr San Francisco $10 
Maniac Mansion 810 

Martian Dreams $13 

Matrix Cubed $10 

Might & Magic 1 $10 

Might & Magic 1&2 $16 

Might & Magic 2 $12 

Mights Magic 3 SI 6 

Mights Magic 4 $16 

Might S Magic 5 $16 

Patriot $16 

Pepper's Adventure Time $8 
Planet's Edge $16 

Police Quest 1 $10 

Police Quest 2 $10 

Police Quest 3 $10 

Pool ol Radiance $10 
Pools of Darkness $12 
Populous 1 S 2 S16 

Power Monger Strategy $16 
Powermonger $10 

Protostar S8 

Quest For Clues 2 $21 

Quest For Clues 3 $21 

Quest for Clues 4 $21 

Quest lor Clues 5 $16 

Quest lor Clues 6 $16 

Quest for Glory 3 $10 

Quest for Glory 4 $10 

Railroad Tycoon $10 

Railroad Tycoon Off GdeStO 
Realms of Arkania $14 
Rex NebIrCos Gen Ben $14 
Rise ol the Dragon $10 
Savage Empire SlO 

Search for the King $10 
Secret Monkey Island $10 
Secret Monkey Island 2 $10 
Secret Silver Blades SiO 
Sentinel Worlds 1 $10 

Shadow Caster 314 

Shadow Sorcerer $10 
Simeity/Simearth Book $20 
Simearth $16 

Simlife Ofticial Strategy $16 
Space Quest 1 $10 

Space Quest 2 SIO 

Space Quest 3 $10 

Space Quest 4 $10 

Spellcasting 101 $10 

Spellcasting 201 $10 

Star Trek 25th Aniv $10 
Starflight 1 $10 

Strategy Plus Iss 10 or 11 $8 
Strategy Plus 12-35 Ea S5 
Strike Commander $16 
Summoning S16 

Tales Magic;Prop ShadwS12 
Time Quest $10 

Treasure Savge Frontier $10 
Tunnels & Trolls $16 

UIlima4 $10 


IBM HINT BOOKS 


Ultimas $10 

Ultimas $10 

Ultima? $12 

Ultima 7 and Underworld SI 6 
Ultima 7.5 $16 

Ultima Avatar Adventure $16 
Ultima Underworld $12 

Ultima Underworld 2 $12 

V Victory $16 

Wasteland $10 

Wizardry 6 $12 

Wizardry? $16 

Yeager Air Combat $16 


IBM EDUCATIONAL 


2nd Math $32 

Ace Detective $30 

Ace ExplorerrSequncing $36 
Ace Inquirer 840 

Ace Reporter 836 

Ace Reporter Deluxe $48 

Adventures Astronomy $5i 
Alcohol: Making Choice $102 
Alge Blaster Plus $32 
Algebra $52 

Algebra 1: 1st Semester 332 
Algebra 1 :2nd SemesterS35 
Algebra Concepts $39 
Algebra Made Easy $26 
Algebraic Proposer $52 
Alien Addition $30 

All About America $52 
All About Light & Sound $39 
All About Matter $39 

All About Simple Mac $39 

All About Solar System $39 
Alligator Mix $32 

Anatomy of a Fish $39 

Anatomy of a Shark $39 

Animals With an Attitude $32 
Allas Explorer $32 

Audbon Wldlle:Griz BearS39 
Audubon Wildlife:WhalesS32 
Auto Map 549 

AutoWorks $49 

Axis Or Allies $76 

Basic First Aid Babysit $32 
Batalla de Palabras $32 
Battle For Europe $57 
Berlitz Interpreter $39 
Biology $13 

Body Illustrated $52 

Bodyworks $49 

Boom Box $19 

BubbleGum Machine 316 
Bull's Eye Math $21 

Calculus $52 

Calculus $58 

Castle of Dr Brain EGA $25 
Castle of Dr Brain VGA $29 
Chaos $39 

Chemistry Works $45 
Civil War $57 

Cleo is a Dragon $30 
Clockworks $19 

Coin Changer $16 

Comic Book Maker S32 
Connections $45 

Crossword Magic $29 
Cuckoo Zoo $32 

Days of Knights S Kings $58 
Decimal Dungeon $23 
Demolition Division $33 
Designasaurus 2 $26 
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where the player would have to play well 
enough during the season to be ranked in the 
l op 16, and then would try to make it 
through the playoffs. 

A number of options arc available prior to 
the start of the game, d’hc Walsh Report is 
part of EA’s continuing and pretty hokum 
“EA Sports Network” idea. The lame “ad- 
vice” and “information” that Walsh gives re- 
mind us all why he left the broadcast booth 
in the first place. Weather can play a signifi- 
cant part in the game, especially with a windy 
day and a passing team. Snow seems to be 
more like ice, as players slip and slide out of 
each others grasp. (As one who has played 
rugby in snow, I can attest to how little it 
affects the running and tackling; ball han- 
dling, of course, docs not exist.) 

The team Matchup report is a little more 


useful. Here each segment of the team (line- 
backers, secondary, etc.) receives a rating. As 
you can see below, Michigan is given an 
overall ranking of 85, with an 83 on defensive 
line, 79 for the linebackers, and a team low 
70 for the secondary. Obviously, an attack on 
the secondary should be in the Tallahassee 
game plan. 


Michiaan 85 


Tallahassee 87 

85 

Quarterbacks 

66 

83 

Runnina Backs 

93 

79 

Wide Receivers 

77 

87 

Offensive Line 

79 

83 

Defensive Line 

67 

79 

Linebackers 

85 

70 

Secondary 

89 

75 

Kicker 

90 

77 

Punter 

72 


Once into the game, the animation is 
smooth and crisp. The standard EA format 
for choosing defensive and offensive plays is 
used. Eight offensive formations are available, 
ranging from the Shotgun to the Wishbone. 
Each formation has a number of plays avail- 
able within it, allowing for a reasonable rep- 
resentation of the vast differences benveen 
college game plans. The interface in particu- 
lar is well designed. To run a play manually, 
the QB snaps the ball (one button push), 
looks at the receivers (second button push), 
and throws the ball (third button push). It is 
simple, smooth and intuitive. Coaching is 
also an option. Plays may be called and run 


with only the snap of the ball controlled by 
the player. The Wishbone is rather difficult 
to run manually, so coaching the wishbone 
can often yield more success. Receivers too 
can be manually or automatically controlled, 
and the ball handler has a variety of spins and 
dives up his sleeve to evade his pursuers. 

Defense too, has multiple formations and 
plays. Unlike other sport cartridge products, 
an “all or nothing” strateg)' will usually leave 
the defense with nothing. Sound, defensive 
play calling must be used to out-play the 
computer opponent. 

The replay mode has two standard perspec- 
tives: offense and defense. While useful and 
entertaining, the replay still has the tendency 
to “skip” a little too much. This is one of the 
few areas where EA could do some work. 

Much to my chagrin during one game I had 
forgotten the College rule of not being able 
to advance a fumble. In this case a Wishbone 
QB had thrown the ball away and nothing 
stood between my player and the end zone. 
Other college rules, such as the two point 
conversion, are also available. 

Sophisticated PC-based games still rule the 
roost in the battle of sports simulations. 
However, Bill Walsh College Football \o\r\s a 
growing list of quality sports products that 
make the purchase of a video game system 
more than worthwhile, cgw 


THE ySH MSaa gB PlaitBv-Mail Offer... 
...JUST GOT BETTER! 

Another five major play-by-mail games have joined our unique offer: Cluster Lords (rules and 1 0 free turns in this deep 
space opera), Death and Sorrow (rules and 1 0 free furns in this introductory fast-moving wargame), Perseus Arm (the 
170-page rulebook and 3 turns in a massive new space opera), St Valentine's Day Massacre (rules and five turns in 
PBM's most challenging crime game). World Conquest (rules and 4 turns in this clean strategic wargame). And now all 
subscriptions are processed by first class mail, ensuring you get the hottest news in the hobby. 

Play by mail is America's most exciting form of gaming, pitting you against crack players across the country and abroad. 
(Call (21 6) 673-21 1 7 for news of the big natiohal PBM convention.) Our offer gives you the chance to sample it and decide 
if it’s for you. 

For those who haven’t seen our guaranteed offer before, here it is: 

Take a $20 (4-issue) subscription to FLAGSHIP, the leading international play-by-mail magazine, and let our reviews, 
features and player comments help you pick the best of the latest games. We think you'll enjoy our frank, irreverent style. 
With your first issue we’ll send you a $20 coupon for any of the above games and 1 9 others, with a description of each 
so you cah decide which of these intriguing designs to try. The only condition: that you’ve not played with the chosen 
moderator before. 

But what if you don 'Hike FLAGSHIP? What if you’re nof intrigued by the game you write for? Haven’t you wasted $20? 
No! Write us within a month of getting your first FLAGSHIP to tell us you were disappointed, and we’ll refund you the 
entire $20. (You can still use the coupon.) 

So: either you’ve enhanced your gaming with an exciting new dimension for $20. Or you’ve explored it and 
decided it’s not for you - at a cost of zero! 

Why not try it? Send $19.99 to FLAGSHIP, CGW offer, PO Box 454, Fair Lawn, NJ 07401-0454. 

[European readers: Send £9.99 to FLAGSHIP, CGW offer, PO Box 1733, Handsworth, Birmingham B20 2PPforthe 

equivalent European offer!] 
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CHIPS & BITS inc. 

FREE GAME WITH YOUR $75 ORDER* 

Shipping to llS,PR,AK,HI,APO & FPO S4 per order. Air Mall to Canada S6 per order. Handling S1 per shipment. 

2 Business Day Air US S€ per order; PR, HI S12 let ttem-i'S2ea. add’l; AKS191st item-)-S2ea. add’l. Handling S1 per shipment. 

Europe, S. America Air Mall S19 1st item -f S6 ea. add'l. Asia, Australia, Ah'ica, Air Mail S251st item + S6 ea. add'l. Handling SI per shipment. 


PO Box 234 
Rochester, VT 05767 
Call 800-699-4263 
Fax 802-767-3382 
Int’l 802-767-3033 


IBM EDUCATIONAL 


Oesllnalion Mars S39 
Dinosaur Discovery Kil S26 
Dinosoft Add S Subtract $12 
Dinosofl Begin Algebra $12 
Dinosoft Multi & Divide $12 
Discover The World $58 
Discrete Math $52 

Dragon Mix $32 

Dyno-Quest $36 

EZ Cosmos $45 

Eagle Eye Mysteries $32 
Earthquakes $38 

Earthworm $39 

Easy Street $36 

EasySearch Sci: Diet $32 
Eco-Adventures;Oceans $61 
EcoQuest 2 $34 

EcoQuest VGA $32 

Evelyn Wood Dyn Readr $24 
Fatty Bear B-Day Surpr $32 
Fay's Word Rally $32 
Forty-Niners $57 

Fraction Action $23 

French Assistant $52 

French Grammar $16 
French Pronuncialin Tu1r$58 
French Word Toture $26 
Geometry Concepts $39 
German Grammar $13 
German Vovabulary $16 
German Word Torture $26 
GrammarGremlins $32 


Grammar Gremlins DD1 $13 
Grammar Gremlins DD 2 813 
Great Bio Know Race $55 
Great Chem Knowledge $55 
Ground Water $38 

Hmwork Help:Word Prob $32 
Hmework Helper: Writing $32 
Incredible Machine VGA $29 
Indian Wars $57 

Infant Saftey $32 

Intro Psychactive Drugs $26 
Island Of Dr, Brain VGA $29 
Italian Word Torture $26 
Jenny's Journey $26 

Kidworks $30 

Kidwriter Gold $32 

La Guillotine $21 

Land of The Unicorn $39 
Life Cyclea Sea Lamprey$39 
Linguist $34 

Linkword-Dutch $21 

Linkword-French $21 
Linkword-German $20 
Linkword-Greek $21 

Linkword-Hebrew $20 
Linkword-ltalian $20 

Linkword-Russian $20 
Linkword-Spanish $21 
Marine Invertebrates $39 
Mario Teaches Typing $26 
Marvin the Moose Vol 1 $30 
Marvin the Moose Vol 2 $30 
Math 1:Mech Word Prob $26 
Math 2:Build Word Prob $26 
Math 3:Adv Word Probs $26 
Math Blaster Mystery $39 
Math Blaster Plus WIN $39 
Math Climbers $12 

Math Climbers 2 $21 

Math Magic:Count & AddS39 
Math Mechanics $26 

Math Rabbit ; Early Math $26 
Math Twister $26 

Math Wizard $32 


IBM EDUCATIONAL 


Math Zone $32 

M. Beacon Teach Typing $29 
M.Beacn Teach Typ WINS34 
Meteor Multiplication $32 
Milliken Storyteller Vol 1 $30 
Milliken Storyteller Vol2 $30 
Minus Mission $32 

Monster & Make Believe S26 
Moving Crust $64 

Mozart Magic Music Mac$18 
Munchers Bundle $29 
Mutanold Math Chal $32 
Mysteries In Th Making $32 
Nor'Westers to Pacific $58 
Number Munchers $32 
NumberMaze $39 

Operation Neptune $39 
Orbits:Voyage Sir Systm$39 
PC Globe $45 

Pacific Theater $57 

Personei Trainer SAT $34 
Phonics Plus $25 

Physical Sci LaboratoryS165 
Picture Perfect $32 

Pilgrim Quest $39 

Play Room $35 

Pollution Patrol $50 

PowerHils; Kids $9 

Pre-Calculus $52 

Principles of Biology $64 
Principles of Calculus $26 
Principles of Chemistry $26 
Print Shop Deluxe S49 
Prnl Shp DIx Bus Graph $29 
Prompt $64 

Protozoa $39 

Putt Putt Joins Parade $32 
Putt Putt Goes to Moon $42 
Putt Putts Fun Pak $22 
Puzzle Storybook $26 
Quarky Quaysoo Trb Sci $29 
Quest for Canada $58 
Race Car 'Rithmelic $32 
Race the Clock $39 

Read "n Roll $36 

Read "n Roll Data Disk $12 
Reads Rhyme $31 

Reader Rabbit l $37 

Reader Rabbit 2 $37 

Readr Rabbit Read Let $37 
Ready, Sot, Read $30 
Rebellion in the West $57 
Rhyming Notebook $26 
Robomath, Multipliy, Div $39 
Robot Writer Plus $30 
Rock A Doodle $9 

Rodney’s Funscreen $32 
Science 34 $13 

Science 56 $13 

Science 78 $13 

Science Adventure $52 

Sciencel: Environment $32 
Science2: Geology $32 
Sciences: Fire Safely $32 
Scooter's Magic Castle $32 
Serf Island Dr. Quandry $38 
Senses $39 

Sierra Family Fun Pak $29 
Slalf S Charlie Go Camp $30 
Snapdragon $29 

Snoopy's Fun Pack $12 
Snoopy's Fun Pack $9 
Spanish Assistant $51 

Spanish Grammar $16 

Spanish Pronun Tutor $58 

Spanish Word Torture $26 



•LANDS OF 
LORE' The dark 
army encroaches. 
King Richard falls 
and Scotia beck- 
ons you... laugh- 
ing, In her mad 
quest for power, 
Scotia has rav- 
aged the Kingdom. 
She seeks the 
throne yet it eludes 
her. She's getting 
desperate and 
mean. Can you 
stop her? Do you 
even dare to? $36 



‘RED CRYSTAL’ 
Seek out the sev- 
en secrets of life. 
Can you forge 
through the evil 
that lurks in the 
depths of the eerie 
dungeons, the om- 
inous castle tow- 
ers & the savage 
countryside? Play 
alone or modem it. 
Features over 50 
levels, breathtak- 
ing graphics and 
an auto-mapping 
feature. $38 



•DELTA-V In the 
world ofNetrunner, 
genetically en- 
hanced humans 
interface with the 
Net, You are the 
most agile racer 
known to man as 
you fly the 256 col- 
or 3D polygonal- 
shaded landscape 
at speeds where 
thought and action 
are one. Mistakes 
are deadly. Mo- 
dem and network 
playable. $46 



'LINKS 386 PRO' 
offers Super VGA 
graphics and ad- 
vanced features 
designed for your 
386 or 486. New 
features include 
computer oppo- 
nent, save game 
option that allows 
yourfriendsloplay 
against you in an 
existing game. 
Play at Harbour 
Town or use the 
add on course 
disks. $36 


Treated as Cash. Most Items Shipped Same Day. Shipping tli 

guaranteed. Check compatibility before you buy. Defectives replaced 
with same product. Offer, price & availability subject to change. All 
Sales Final. -see page e for details 
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SpeedreaderWIN $30 

Speedreader WIN DD A $12 
SpeedreaderWIN DD B $12 
Speedreader WIN DDC $12 
Spell it Plus $31 

Spell-a-Saurus $27 

Spelling S31 

Spelling Wiz $22 

Stickybear ABC $29 

Stickybear Math $26 

Stickybear Math 2 S26 

Stickybear Math Tutor $32 
Stickybear Opposites $23 
Stickybear Parts Speech$32 
Stickybear Reading $24 
Stickybear Read Comp $30 
Stickybear Read Tutor $31 
Stickybear Shapes $29 
Stickybear Spellgrabber $32 
Stickybear Spelling Tutor$32 
Stickybear Typing $29 
Stickybear Wd Problems $32 
Stickybear Wd Scramble $32 
Story Sketcher $42 

Storybook Weaver $29 

Super Munchers $29 

Super SIvrs: Midnite ResS30 
Super Solvr: OulNumberS32 
Super Solvr: Spellbound $31 
Super Spellicopter $21 
Texas Revolution $57 
The Baby Game $32 

The Pap Test $160 

Treasure Math Storm S39 

T reasure Mountain S39 

TreeHouse S39 

TrueSTAT S52 

U.S. Atlas Action $31 

Understanding AIDS $32 

Video Jam $34 

Visifrog $39 

Volcanoes $38 

Wacky Funster $18 

Weather Brief $32 

Weather Wizards S5l 

What's My Angle $32 

Word Attack Plus! $32 
Word Attack PluslFrench$32 
Word Attck PluslSpanish$32 
Word Master $26 

Word Munchers $30 

World Atlas $45 

World Atlas WIN $39 

Yobi Magic Spel Trick $30 

Young Math $26 


IBM ROLE PLAYING 


2400 AD $9 

ADD Collecler's Ed. 2 $46 

ADD Starter Kit $29 

Bard's Tale 2 $19 

Bard's Tale 3 $32 

Bard's Tale Construction $27 
Black Crypt $32 

Bloodwych $15 

Buck Rogers Countdown$12 
Captain Blood $9 

Captive $30 

Celtic Legends $32 

Challenge of 5 Realms $44 
Champions $37 

Champions of Krynn $16 
CHAR. EDITORS Each $16 
Cobra Mission $49 


IBM ROLE PLAYING 


Companion of Xanth $36 

Conan $16 

Corporation 314 

Curse of Azure Bonds $15 

Cyber Empire $16 

Cyber Space $39 

Cybercon 3 $29 

Cybergenic Ranger $9 

Dark Queen of Krynn 332 

Dark Sun S52 

Dark Sun Grey Isle Exp $34 

Darklands $39 

Darklands Master Edilion$51 
Daughter of Serpents $19 

Death Knights of Krynn S21 

Dragon Strike $12 

Dragon Wars $19 

Dragons of Flame $9 

Dungeon Master $31 

Dungeon Master 2 $39 

Dusk of the Gods $24 

Elvira Mistress Dark $22 

Elvira 2 Jaws Cerberus 319 

Eternam $29 


Eye of the Beholder 1 316 

Eye of the Beholder 2 $19 

Eye of the Beholder 3 346 

Eye Beholder Collection $52 


Eye of the Horus 33 

Fire King 324 

Flames Freedom MWII 312 
Four Crystals of Trazere $19 
Gateway Savge Frontier $32 
Gods $26 

Gryphon Masters Havlar $38 
Immortal $17 

Joan of Arc $12 

Keys to Marimon 312 

Lands of Lore 336 

Legacy of Necromancer $17 
Legacy: Realm Qf Terror338 
Legend $31 

Legend of Valor $39 

Legends of Drakka 338 
Lord of the Rings VI $32 
Lord of the Rings V2 337 
Loremaster $29 

Lost Tribe $29 

Lure of the Temptress $37 
Magic Candle 1 $19 

Magic Candle 2 $12 

Magic Candle 3 $19 

Magnetic Scrolls Bundle $21 
Martian Dreams $37 

Matrix Cubed $9 

MegaTravellerZhodani $9 
MegaTraveller2 $12 

MegaTraveller 3 $39 

Metal and Lace 349 

Midwinter $9 

Mights Magic 3 324 

Mights Magic 4 336 

Might S Magic 5 342 

Mines ol Titan $9 

Mission: Impossible $9 
Murder $29 

Obitus No Shirt S19 

Pirates $6 

Pirates Gold S42 

Planet’s Edge $34 

Pool of Radiance $15 
Pools of Darkness $38 
Protostar $39 

Quest for Glory 3 $42 

Quest for Glory 4 $42 

Queslron 2 $12 
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On-Line Gaming 



Multi-player games via modems may be the next big wave in computer 
entertainment. How do you make the leap to cyber-space? Step in the 


virtual offices of the 


G reetings fellow travellers of cyberspace. 
Welcome to the DataComm Council, 
your friendly stepping stone into the 
new virtual realities. Here you will find tech- 
niques, advice, and useful tidbits to make your 
electronic explorations a more rewarding ex- 
perience. 

As this is our first day of operation we arc 
offering, free of charge, a review of basic infor- 
mation that will be essential to the telecom- 
munication novice. The recent CGW'issue on 
telegaming (May ’93) may have tantalized you 
with many of the game opportunities available 
through the networks, not to mention the ever 
increasing number of games that offer direct 
modem-to-modem play. The battle cry of the 


DataComm Council, your 
“on-line” information. 


by jerry Golick 


Modem Gamer is “Artificial Intelligence 
stinks! Give us brains!” But hooking up brains 
requires that you “jack-in.” Today wc will 
show you how to get started. 

How Do Computers Communicate? 

Before choosing the right mix of hardware 
and software for communications, you should 
have some understanding of how computers 
communicate. While there are many vari- 
ations, we will concentrate on something 
called “serial” communications. 

In serial communications, data is transferred 
between computers one bit at a time. In other 
words, by changing some characteristic (gen- 
erally the frequency) of the phone line linking 


“off-line” source for 


two machines, we can signal a binary value (1 
or 0). Too complex? Think of it this way, back 
in the days of the telegraph the only data that 
could be sent was a dot or a dash. The “order” 
of the dots and dashes conveyed information. 

The same thing happens with computers, 
only much, much faster. Instead of using dots 
and dashes, computers use tones. If you listen 
in on the conversation between two comput- 
ers you will hear a high pitched warble. This 
is the computers varying the frequency on the 
line. One tone is used to represent the value 
“zero” and another is selected to represent 
“one.” The speed of the computers’ conversa- 
tion will be governed by how quickly this 
transition can occur. Generally wc refer to the 


Pane 100 


Combiner Gcviiing World 


Illustrations by Steve Hornyak 


CHIPS & BITS inc. 

FREE GAME WITH YOUR $75 ORDER* 

Shipping to US,PR.AK,H],APO & FPO $4 per order. Air Mall to Canada S6 per order. Handling S1 per shipment. 

2 Business Day Air USS6 per order; PR, HI S12 1st item^f S2 ea. add'!; AK S19 Ist Item + S2ea. add'l. Handling SI per shipment. 

Europe, S. America Air Mall S19 1st item + S6 ea. add'l. Asia, Australia, Africa, Air Mail S25 1st item 4 S6 ea. add'l. Handling SI per shipment. 


PO Box 234 
Rochester, VT 05767 
Call 800-699-4263 
Fax 802-767-3382 
Int’l 802-767-3033 
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Ragnarok S34 

Realms ol Arkania S37 
Red Crystal S38 

Rings of Medusa S19 

Rome: Pathway Power S32 
Savage Empire S34 

Sea Rogue S29 

Secret Silver Blades S15 
Sentinel Worlds 1 $9 

Shadow Sorcerer $9 

Shadows ol Mordor SI 9 

Sleeping Gods Lie SI 9 

Sorcerian S15 

Space 1889 S12 

Space Inc S34 

Spacewrecked SI 9 

SpellJammerPir Rim Si 6 
Spellcraft:Aspect Valor $38 
Star Saga 2 S19 

Star Trek; Next Gen S46 
Stonokeep S52 

Stronghold $39 

Summoning S16 

Tales Magic:Prop ShdowSIB 
Terran Envoy S9 

Treasure Savge Frontier S12 
Trilogy S15 

Twilight 2000 VGA S24 
Ultima 4 Quest of Avatar S35 
Ultima 5 Warrior Destiny $35 
Ultima 6 False Prophet $19 
Ultima 7 Black Gate $48 
Ultima 7 Forge of Virtue S18 
Ultima 7.5 Serpent Isle S48 
Ultima 7.5 2 Silver Seed $18 
Ultima Trilogy 1-3 $39 

Ultima Trilogy 4-6 348 

Ultima Underworld 819 
Ultima Underworld 2 $46 

Uncharted Waters $42 
Unlimited Adventures $38 
Veil of Darkness $37 

Vengeance of Excalibur $12 
War of the Lance 89 

Waxworks $19 

Wizardry Trilogy 1-3 S32 

Wizardry 4 S19 

Wizardry 5 S26 

Wizardry 6 S34 

Wizardry 7 Crusaders S42 


IBM SPORTS 


4D Boxing S17 

4lh S Inches S4 

APBA Baseball $24 

APBA Baseball Gen ManS29 
APBA Baseball Slat 2.0 S29 
APBA Baseball Wiz 2.0 S29 
APBA Basketball S34 

APBA Bowling SI 4 

APBA Col Basketball S32 
APBA Football S34 

APBA Micro Manager S32 
ATP Tennis $32 

Action Sports Soccer $19 
All American Col Ftbll $36 
All Star Sporls Pak $9 
American Gladiators $21 


Baseball for Windows $46 
Basketball Challenge S28 
Bball Chal 1987 Team 89 

BballChal 1988 Team $9 

Bball ChaM989 Team $9 

Bball ChaM 990 Team $17 


IBM SPORTS 


Bo Jackson Baseball $12 
Carl Lewis Challenge $9 
Cycles Grand Prix $28 
Daily Dble Horse Racing 319 
D. Robinson NBA Action 344 
Dirk's Baseball Encyc $19 
Face Off $9 

Front Page Football $36 
Front Page Football Pro S42 
Greens $34 

Hardball 3 $34 

Hardball 3 Players Disk $17 
Hardball 3 Stadium Disk S19 
Harlem Globetrotters $15 
Hole In 1 Mini Golf S6 


Hole 1 Mini Golf Crs Disk $3 
Hole in 1 Mini Golf DeluxS12 
Interntional Sports Chall $24 
Jack Nicklaus Clip Art S6 


Jack Nicklaus CD 1 $15 

Jack Nicklaus CD 2 $15 

Jack Nicklaus CD 3 $15 

Jack Nicklaus CD 4 $15 

Jack Nicklaus CD 5 $15 

Jack Nicklaus CD 5 S6 


Jack Nicklaus Greatest 18S9 
Jack Nicklaus SE CD 1 $9 

Jack Nicklaus Sign Ed $42 
Jack Nick SE Clip Art $24 
Joe Montana Football $31 
Joe Montana Football 2 $42 
John Elway Quarterback $6 
LH Boxing Contenders $16 
LH Football 1989 Teams $16 


LH Football 1990 Teams $16 
LH Football 60’s Teams 316 
LH Football 70’s Teams $16 
LH Football 80's Series $16 
LH Football L Leaders $16 
LH Football Utilities $16 
LH Pro BBall 91 Team $16 
LH Pro Baskeball Util $16 
LH Pro Basketball $36 
LH Pro Basketball 74-83 $16 
LH Pro Basketball 89/90 $16 
LH Pro Basketball Util 816 
Lakers vs Celtics $17 


Lance Hallner Baseball $36 
Lance Haifner Boxing $36 
Lance Haifner Col BBall $36 
Lance Haifner Football $36 
Lance Haifner Hockey $36 
Links $12 

Links Courses Bountiful $17 
Links Courses Firestone $17 
Links Courses Bay Hill $17 
Links Courses Pinehurst $17 
Links Courses Dorado $17 
Links Course Bartn Creek $9 
Links Course Tron North 317 
Links Pro 386 Golf $32 
Links Pro Mauna Kea $19 
Links Pro CD Pinehurst $19 
Links Pro Banff Spring $1 9 
Links Pro Course Belfry $20 
Links Pro Course Disk 5 $20 
Links Pro Course Disk 6 $20 
MUDS $9 

ML 1950s World Series 817 
ML 1960s World Series $17 
ML 1970s World Series $17 
ML 1980s World Series S17 
ML Baseball 4 Fan Man $25 
ML Baseball 4 Gen Mngr3l9 
ML Baseball All Stars 51 2 
ML Bball Atlanta Braves $20 


AEGIS: 
GUARDIAN OF 
THEFLEET’ isa 
modern naval 
warfare simula- 
tion that lets you 
control the U.S. 
Navy's AEGIS- 
class cruiser. 
This CD ROM 
game takes you 
from the 
Falklands to Lib- 
ya to the Persian 
Gull. $54 


'SIMCITY 2000' 
is the long await- 
ed follow up to 
SimCity that 
takes urban plan- 
ning into the next 
century. SimCity 
2000 adds a new 
level of realisms, 
sophisticated 
gameplay. Fea- 
tures like under- 
ground waferand 
transportation 
systems, 3D 
views and SVGA 
graphics. $42 


•TOM LANDRY 
FOOTBALLDE- 
LUXE’ Tom 
Landry is back 
and better than 
over. The deluxe 
version offers 
powerful en- 
hancements 
over the original 
like a league ed- 
itor, individual's 
player names 
and abilities, 
track season 
leader in stats, 
and more. $32 




‘CARRIERS AT WAR 2' offers more tension and excitement. 
Features eight new scenarios, some hypothetical, others 
controversial; an improved war room intelligence system; and 
tougher artificial intelligence. $50 


visa & MC Accepted, COOs S6. Checks Held 4 Weeks. Money Orders 
Treated as Cash. Most Items Shipped Same Day. Shipping times not 
guaranteed. Check compatibility before you buy. Defectives replaced 
with sam^ product. Offer, price & availability subject to change. All 

Sales Final. -see page 8 for details 





IBM SPORTS 


ML BB Baltimore Orioles $20 
ML BB Boston Red Sox $20 
ML BB Brklyn/LA DogersS20 
ML BB California Angels 320 
ML BB Chicago Cubs 820 
ML BB Chicago W Sox $20 
ML BB Cincinnati Reds $20 
ML BB Cleveland Indian $20 
ML Bball Detroit Tigers $20 
ML Bball Houston Aslros520 
ML Bball K.C. Royals $20 
ML Bball Manager's Ch 819 
ML BB Millwauke Brewer820 
ML BB Minnesota Twins 820 
ML Bball Montreal ExposS20 
ML Bball New York Mets $20 
ML Bball N.Y. Yankees S20 
ML Bball Oaklands A's $20 
ML Bball Philidelphia Phil$20 
ML BB SanDlego Padres$20 
ML Bball SanFran Giants$20 
ML BB Seattle Mariners $20 
ML BB St Louis Cardinal $20 
ML Bball Texas Rangers $20 
ML BB Toronto Blue Jay $20 


ML Football 2 839 

ML Personal Pro Golf $28 

Madden Foofball SI 2 

Madden Football 2 $17 


Madden Player Stats 90 $18 
Magic Johnson Fast Brak S6 
Mario Andretti Racing $17 
Michael Jordan Fight SmS38 
Micro League Footbll DlxS39 
ML 82 Baseball Season $17 
ML 83 Baseball Season S17 
ML 84 Baseball Season Si7 
ML 85 Baseball Season Si 7 
ML 86 Baseball Season Si 7 
ML 87 Baseball Season SI 7 
ML 88 Baseball Season S17 
ML 89 Baseball Season S17 
ML 89 FB Season $17 
Microleague Baseball 4 $31 
Microleague Basketball $28 
Microleague Football $20 
Microsoft Goll Windows $39 
Mike Ditka Powr Football$34 
Mini Putt $9 

NFL Chal Col Almni Team $9 
NFL Chail Pre Season 90 $9 
NFL Challenge $60 

NFL Chal 1984 Team $15 
NFL Chal 1985 Team $15 
NFL Chal 1986 Team $15 
NFL Chal 1987 Team $15 
NFL Chal 1988 Team $22 


NFL Chal 1988 Team $9 
NFL Chal 1989 Team $9 
NFL Chal 91 Pre Sea $9 
NFL Chall All Star Team 89 
NFL Chal Dream Teams $9 
NFL Chal Premium Ed $59 
NFL Coaches Club $36 
NFL Coaches Club LTD $48 
NFL Football 331 

NFL Proleague Football $12 
NFL Pro League FB 92 $19 
NFL Video Football $29 
NFL Video Football $39 
NHL Hockey 839 

Nascar Challenge $31 
Over the Net $9 

PGA Tour Golf $21 

PGA Tour Golf Course 1 $17 
PGA Tour Golf Ltd Ed 832 


IBM SPORTS 


PGA Tour Golf WIN $38 
Pga Tour Crs 1 WIN $17 
Playmaker Football 312 
PowerHits: Sports $19 
Pro League Baseball $18 
Pro Tennis Tour 2 332 

ProFoolball Analyst 92 $19 
OuarlerPole $39 

RBI 2 $9 

Road to the Final Four $37 
Shutflemania S9 

Sporting Triangle $3 

Summer Challenge SI 9 
Smmer Chal World ClassSIS 
The Games Winter Chal $34 
Tie Break Tennis $9 

Tom Landry Football $24 
Tom Landry Football DIx $32 
Tony LaRussa Baseball $16 
Tony L Fantasy ManagerSIS 
Tony L AL Stadium $15 
Tony LaRussa BB 1990 $15 
Tony LaRussa BB 1991 $15 
Tony L NL Stadium $15 
Tony LaRussa 1901-68 315 


Tony L Classic StadiumsSIS 
Tony LaRussa Bball 2 $36 

Tony LaRussa 2 Team $16 
Tony L 2 Fan Man $14 

Tony LaRussa 2 Stad 818 
W. Gretzky Hockey 2 $34 

Wayne Gretzky League $26 


W, Gretzky Hockey 3 $36 

W. Gretsky Leg Sim 2 $29 

Weaver 2.0 S41 

Weaver Commissioner 2 SI 6 
Wilson Pro Staff Golf $23 
World Class Soccer $28 


IBM WARGAMES 


Action North Atlantic $19 
Action Stations Seen 1 $9 

Action off River Platte $26 
Air Raid Pearl Harbour $22 
American Civil War VI $24 
American Civil War V2 824 
American Civil War V3 324 


Banzai S9 

Battle Stations $20 

Battle Tank Barbarossa $36 
Battle Tank Kursk $39 
Battle of Austerlitz $12 
Battle of the Atlantic 836 
Battles of Napoleon 324 
Battleship Bismark $26 
Blitzkrieg Ardennes $19 
Blood & Iron $52 

Blue and the Grey 342 
Borodino Naplon Invade 329 
Bravo Romeo Delta $29 
Campaign $39 

Campaign Mission 1 $19 

Carrier Strike $39 

Carrier Strike Exp Pak $19 
Charge of Light Brigade $19 
Civil War No Great GloryS21 
Conflict $12 

Conflict in Vietnam $9 
Conflict; Korea 816 

Conflict; Middle East $14 
Decision at Gettysburg $12 
Dreadnoughts 334 

Dreadnoughts Bismark 329 
Dreadnoughts Ironclads 329 
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speed of the line in terms of the 
number of bits we can send 
every second. So if you see 300 
bit/s, you know that you are 
sending 300 bits every second. 

Serial communications is di- 
vided into two broad groups: 
asychronous and synchronous. 

Synchronous is used for very 
high speed, industrial-strength 
communications. We’re not go- 
ing to talk about it right now. 

Besides, 99.99% of alf modem 
games are written for a.synchro- 
nous communications. 

In asynchronous communica- 
tion, data is transferred in logical 
groups called bytes. A byte is normally 7 bits 
long. Surrounding the byte is a small “enve- 
lope” of three bits, 'fhe first bit, called the 
“start bit,” signals the modem that communi- 
cation is about to start. This is followed by the 
byte (also called the seven data bits). Follow- 
ing this are two more bits: one is called the 
“parity bit” and the other is called the “stop 
bit.” The parity bit helps the remote computer 
verify that it has correctly received the byte, 
and the stop bit marks the end of transmission. 

Why do you need to know all this? Cyber- 
space is a tricky place. At times you will be 
asked to set the communication parameters to 
access a particular network service. You may 
be asked to set the number of data bits, parity 
bits and stop bits. For example, “8-N-l" 
would mean eight data bits, no parity bits and 
one stop bit. In all communication software 
there will be an option to set these parameters. 

Okay, enough theory. After all, we’re here 
to have fun. Let’s sec what we need to get 
started. Please have your credit card handy. 

WKat Do 1 Need? 

The critical piece of hardware is the modem. 
A modem is a device that MODulates and 
DEModulates (hence “modem”). It converts 
the digital signals from your computer into 
tones, and back again into digital signals. Mo- 
dems come in many shapes and sizes, and 
choosing the right one is not always easy. 

To start you should have some idea of the 
primary uses of your modem. In general, 
highly interactive gaming (such as flight simu- 
lators, car racing, etc.) will require a high speed 
modem. On the other hand, if your interest is 
in strategy/wargames {Empire Deluxe, Com- 
ifKUidHQ, Conquered Kingdoms, etc.) aslower 
speed modem will probably work well. 

If you are considering connecting to a com- 
mercial service (CompuServe, GEnie, Prod- 
igy, America Online, ImagiNation Network, 
etc.) a low speed modem is probably best. 
Most of the games on these systems have been 
designed to work with 2400 bit/s modems, so 
having a higher speed docs not bring addi- 
tional performance. In addition, all these .seiw- 
ices charge you extra for a high speed 
connection. The only reason to consider the 



higher speed modems is ifyou intend to trans- 
fer (download) large files to your computer. 
Since the file transfer is done more quickly, 
your total time connected is reduced, and you 
will save a considerable amount of coinage 
that can be applied to die serious pursuit of 
game playing. 

By the way, low speed modems are generally 
2400 bit/s and slower, Fligli speed modems 
start at 9600 bit/s and up. Expect to pay 
between S50-150 for a low end modem and 
$175-400 for the fiistcr models. As a general 
rule, ensure that the modem you purchase is 
“Mayes-compatible.” ’fhis means that the in- 
structions used to communicate with the mo- 
dem match an industry standard developed by 
Mayes. 

Should you get an internal or external mo- 
dem? Good question. Mere at d'he Council we 
are traditionalists. We like to see lights flashing 
on our modems. It gives us a sense of security 
to know that something is happening. This 
will only be available with external modems. 
Mowever they do take up desktop space, re- 
quire more cables, and are generally more 
expensive than their internal cousins. 

Internal modems are itice and tidy: one 
phone line connects directly to your com- 
puter. But you will have to open up your 
computer to Install the internal modem, so if 
you’re not comfortable with the inside of your 
computer, keep it simple and use the external 
type. 

We also recommend considering a portable 
modem. These modems come in very small 
packages and can travel. If you have a laptop 
you may want a portable modem to stay in 
touch with cyberspace while you’re on the 
road. Expect to pay a premium for these won- 
ders of technology. 

You’ll need a few other things to link you 
into the world of cybergamers and other net- 
work travellers. You will need a telephone line. 
While it is possible to u.seyour home line, you 
may want to consider a .separate line just for 
the computer. Why? Because we have shares 
in AT&'f that’s why! Actually, the problems 
with using the house line are numerous. You 
will be on the computer for long periods of 
time; this will upset family members as well as 
make it difficult for people to call you. Other 


people may pick up an extension in 
the house by accident and break 
your connection at some critical 
point. A1.SO, when you are having a 
problem using the computer, a 
separate line allows you to get 
“voice” help while the computer 
stays on-line. A separate line should 
not cost too much and would be a 
worthwhile expense. 

Do you own two computers? You 
may have heard of “direct connect” 
gaming. This is when two comput- 
ers are physically adjacent to each 
other, and the nvo communication 
ports are attached directly to each 
other without the use of modems. 
However a special type of cable is required. 
This is referred to as a “null modem” cable and 
should be available in any computer store for 
under $20. 

For the ultimate in high speed connections, 
consider a local area network (LAN). With a 
LAN you will be operating at speeds of 10 
VIbit/s and beyond. Certain flight simulators 
(Ealcon 3) and combat games (Robosport, Spec- 
frcjalready support LAN play. Unlike the null 
modem which limits you to two players, a 
LAN can support 30+ (assuming they develop 
games for that number of players and you 
happen to have 30 computers laying around). 
Those of you working in offices with I-ANS 
may have already experienced the thrill of high 
speed gaming. Expect to pay about $400-500 
to get started and about $100-150 for every 
machine after the first two. 

Do I Need Any Software? 

While most multi-player games have built- 
in communication software, you may wish to 
consider buying a communication program. 
There are many of these available and they are 
generally less than $100. A communication 
rogram will allow you to contact bulletin 
oards, other microcomputers, and may even 
allow you to access the computer at your office 
(assuming that you have any time after game 
playing). The selection of a communication 
program depends on what operating system 
you are using. Ask at your local computer store 
for advice. 

While out getting your communication 
.software you might want to consider a “starter 
kit” from America Online, CompuServe, GE- 
nie, ImagiNation or Prodigy. Since all of these 
kits include some free connect time, the cost 
is minimal. These kits simplify connection to 
the scr\4ce and generally provide introductory 
tutorials. A word of warning: Multi-player 
telegaming and bulletin board communica- 
tion arc highly addictive! Massive credit card 
charges are a distinct possibility. We saw one 
fellow post a note on GEnie saying that he had 
spent $1 5,000 over a three year period playing 
games! While this might have been an exag- 
geration, the S6/hour connect charge can add 
up in a hurt)'. Be careful. You’ve been warned. 
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CHIPS & BITS inc. 

FREE GAME WITH YOUR $75 ORDER* 

Shipping to US,PR,AK,HI,APO & PPO $4 per order. Air Mall to Canada S6 per order. Handling S1 per shipment. 

2Buslne86 Day Air US S6 per order; PR, HI S12 let item + $2 ea. add’l; AK S19 1st Item $2ea. add'l. Handling $1 per shipment. 

Europe, S. America Air Mall S19 1st Item * $6 ea. add'l. Asia, Australia, Africa, Air Mall S25 1st item + $6 ea. add'l. Handling $1 per shipment. 


PO Box 234 
Rochester, VT 05767 
Call 800-699-4263 
Fax 802-767-3382 
Int’l 802-767-3033 
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IBM STRATEGY 


IBM STRATEGY 


Dreadnoughts Deluxe 

$89 

V Victory; Velikye Luki 

$44 

Drums of Glory 

$44 

Victory at Sea 

S46 

Fall Gelb 

$36 

War in the Falklands 

$26 

Fifth Eskadra 

$22 

Warship Change History $26 1 

Fire Brigade 

$34 

Waterloo 

$19 

Fleet Med 

$27 

Western Front 

$36 

Frontline 

S9 

White Death 

$19 

G. Grigsby Pacific War S48 
G. Grigsby’s War Russia S48 
German Raider Atlantis $26 

World War 2 

$39 

GetlysburgiTurning Point$36 
Golan Front $36 


Grand Fleet 

$36 

A Train 

$34 

Grey Seas, Grey Skies 

$19 

A T rain Construction Set $23 * 

Halls of Montezuma 

S24 

Air Force Commander 

$16 

Harpoon 

$25 

Airbucks 

$36 • 

Harpoon Battle Set 2 

$19 

Ambush at Sorinor 

$42 

Harpoon Battle Set 3 

$19 

Ancient Art War Sea 

$29 

Harpoon Battle Set 4 

$24 

Ancient Art of War 

$29 

Harpoon Chal Pak SE 

$49 

Ancient Art of War Sky 

$34 

Harpoon Designer Series$17 

Archon Ultra 

$30 

Harpoon Designer 2 

$25 

Are We There Yet 

$17 

Harpoon Scenario Editor $27 

Armada 2525 

$29 

High Command 

$45 

Ashes of Empire 

$48 

In Harms Way 

$36 

Bandit King Anci China 

$32 

Kampigruppe 

$59 

Battle Isle 

$32 

Kriogsmarine 

$36 

Battle Isle Scenario Disk S22 1 

Kursk Campaign 

$36 

Battles of Destiny 

$36 

Lino in the Sand 

$12 

Bermuda Square 

$9 

Long Lance 

$39 

Big Business 

$9 

MacArthur’s War 

S9 

Breach 2 

$12 

Main Bat Tank C Germ 

$36 

Breach 2 Scenario Disk 

$15 

Main Bat Tank Mid Eas 

$36 

Breach 3 

$36 

Main Bat Tank N Germ 

$36 

Buzz Aldrin Race Space 

$39 

Malta Sterm 

$36 

Caesar 

$36 * 

Man of War 

$36 

Campaign 2 

$36 

Mare Nostrum 

$26 

Capitalist Pig WIN 

$19 I 

Marianas Turkey Shoot 

$12 

Carrier Command 

$9 1 

Midway 

$12 

Carriers at War 

S24 [ 

Moscow Campaign 

$36 

Carriers al War 2 

$49 B 

Northern Fleet 

$36 

Carriers at War Const KitS29 i 

Operation Overlord 

$29 

Castles 

$18 1 

Pac Storm Midway Cpg 

$36 

Caslles 2 

$36 1 

Pac Storm Solmon Cpg 

$36 

Centurion Defendr RomeSI? 1 

Panzer Battles 

$12 

Civilization 

$32 

Patriot 

$23 

Civilization Mastr Edition 

$48 

Patriot Battle Set 2 

$24 

Clash of Steel 

$42 

Patriot Scenario Editor 

$27 

Cohort 2 

$19 

Patton Strikes Back 

$14 

Command HQ 

$19 

Prelude lo Jutland 

$26 

Conquer for Windov/s 

$39 

Red Lightning 

$12 

Conquered Kingdoms 

$36 

Red Sky Morning 

$36 

Conq Kingdoms Seen 1 

$25 

Return lo Falklands 

$28 

Conquest of Japan 

$36 

Rising Sun 

$26 

Crime City 

$13 ■ 

Road Siimlr Appomattox $45 

Crisis in the Kremlin 

$32 

Rommel Battles N Africa 

$24 

Dark Seed 

$19 

Rommel at El Alamein 

$36 

Dark Star 

$36 

Rommel at Gazafa 

S36 

Defender of the Crown 

$12 

Second Front 

S21 

Designasaurus 2 

$28 

Seventh Fleet 

$36 

Detroit 

$36 

Squad Leader 94 

$48 

Dino Wars 

$6 

Stalingrad Campaign 

S36 

Diplomacy 

$12 

Storm Across Europe 

$12 

Discovery Stp Columbus $34 1 

The Great War 

$36 

Dominion: King's Life 

$41 1 

Third Reich 

$39 

Oominus 

$39 1 

To The Rhine 

$36 

Dragon Force 

$12 1 

Typhoon of Steel 

$12 

Dragon Lord 

$9 1 

UMS Original 

$14 

Dune 

$12 

UMS2 

$19 

Dune 2 

$44 

UMS 2 Civil War 

$24 

El Fish 

$34 1 

UMS 2 Desrt Storm Sen 

$24 

Empire Deluxe 

S36 ^ 

UMS 2 Planet Editor 

S16 

Empire Deluxe Seen 1 

$21 

Under Fire 

$12 

Empire Deluxe WIN 

$35 ■ 

V Vclry:Gld, Juno, Sword $44 

Epic Dwarven Tale 

$38 ^ 

V Victry-. Market Garden $44 

Fantasy Empires 

$39 9 

V Viclory; Utah Beach 

S44 

Fields of Glory 

$36 § 



ON' Build an em- 
piretlialwillstrelch 
across the entire 
galaxy. Start with 
a single planet. 
Develop resources 
and design ships 
lor your alien pop- 
ulation to colonize 
nearby. Now start 
building a fleet of 
ships ranging from 
shullles to dread- 
noughts. Nowcon- 
quer the universe. 
S41 



•SEVEN CITIES 
OF GOLD COM- 
MEMORATIVE 
EDITION' Explore 
the 15th century 
New World and 
more. Accomplish 
many tasks on 
your way from un- 
proven explorer lo 
viceroy: map un- 
charted territory, 
set up outposts 
and establish trade 
relations. Become 
the most notable 
explorer, S38 



■WARLORDS 2’ 

brings the fun and 
excitement of the 
first Warlords with 
640 X 480 graph- 
ics. a hidden map 
option, and totally 
new Al system. 
Features random 
mapping forinfinile 
replayability, troop 
transports for am- 
phibiouswarfare,& 
a diplomacy option 
that provides the 
framework for 
backslabbing. S42 



IS fend off multiple attacks trom your enemies. 


IS Cash. Most Hems Shipped Same Day. Shipping times not 
ed. Check compatibility before you buy. Defectives replaced 
f product. Offer, price S availability subject to change. All 
inal. •SEEPAGES FOR DETAILS 


Fighting for Rome 

S12 

Sim Ant 

$32 

Final Conflict 

$12 

Sim Ant Windows 

$34 

Fireteam 2200 

$24 

Sim City 2000 

$43 

FIreteam 2200 Constret 

$25 

Sim City Classic 

$27 

Fort Apache 

$24 

SimCity Classic Win 

$37 

Gemfire 

$37 

Simeity Graphic Set 1 

818 

Genghis Khan 

$37 

Simeity Graphic Set 2 

$23 

Global Conquest 

$29 

Simeity WIN 

$34 

Global Domination 

$36 

Simearth 

$34 

Global Etiect 

S14 

Simearth WIN 

$34 

Gobliiins 2 

$24 

Simfarm 

$41 

Gold of the Americas 

$24 

Simlife 

$39 

Harpoon 2 

852 

Simlife WIN 

$42 

Imperium 

826 

Space Hulk 

$38 

Inindo 

$37 

Spaceward Ho! 

838 

Koshan Conspiracy 

$32 

Spaceward Ho! WIN 

$36 

Kye Deluxe WIN 

$26 

Special Forces 

$39 

L'Empereur 

$37 

Spoils of War 

$34 

Laser Squad 

$29 

Star Control 

$29 

Lemmings ODCP 

$32 

Star Control 2 

$36 

Lemmings Datadisk 

$19 

Star Legions 

$12 

Lemmings 2; The Tribes $32 

Starfleet 1 

$17 

Liberty or Death 

$37 

Starfleet 2 

S38 

Lost Admiral 

$19 

Strategic Forces 

$9 

Lost Admiral Enhanced 

$44 

Strike Squad 

$41 

Lost Admiral Seen Disk 

$23 

Sub Version 

$36 

Lost Patrol 

$6 

Sword of Aragon 

$28 

Lost Vikings 

$20 

Task Force 1942 

$39 

Maelstrom 

$38 

Tegel's Mercenaries 

$19 

Master of Orion 

$45 

Tegel's Mercenaries 2 

$44 

Medieval Lords 

$12 

Theatre of War 

$12 

Mega Lo Mania 

$29 

Theatre of War Set 1 

$21 

Merchant Colony 

$17 

Traders 

$15 

Millenium 

86 

Utopia 

$29 

MoonBase 

$24 

Vikings Fields Conquest $37 

New World Order 

$38 

Visions of Aftermath 

$24 

Nobunaga’s Ambition 

$25 

Walls of Rome 

$39 

Nobunaga’s Ambition 2 

$37 

War in the Gull 

$34 

Nuclear War 

S9 

Warlords 

$12 

Objection 

$29 

Warlords 2 

$42 

Objection Enhanced 

$42 

When Two Worlds War 

$42 

Ogre 

$19 

Worlds at War 

$19 

Operation Combat 
OutPost WIN 

$12 



$21 

■ tBM BUNDLES 


Overlord 

Paladin 2 

$34 



Perfect General 

$36 

ADD Collector Edition 2 

$46 

Perfect General 2 

$44 

ADD Starter Kit 

$29 

Perfect General Seen 1 

$21 

Air Combat Classic 

$45 

Perfect General Seen 2 

$23 

Allied Forces 

$12 

Populous 

817 

Allied Forces 

$9 

Populous 2 

$26 

Capstone CD Collection 

$45 

Populous Promised LandSl4 

Combat Classics 

$24 

Powermonger 

$34 

Dynamix Bundle 1 

$29 

Rags to Riches 

$36 

Eye Beholder Collection 

$52 

Railroad Tycoon Classic $22 

Game Pak 1 

$19 

Railroad Tycoon 2 

$39 

Land Sea Air Trilogy 

$12 

Rampart 

$17 

Land Sea Air 2 

$29 

Reach for the Stars 

$24 

Leisure Suit Larry Bndle 

$39 

Realms 

$16 

Lost Treasures Infocom 

$39 

Red Zone 

$32 

Lost Treasre infocom CDS39 

Rnegde Legion Inlercpir 

$12 

Lost Treasure Intocom 2 $29 

Riders of Rohan 

$19 

Lost Treas Infocom 2 CDS29 

Robo Sport WIN 

$34 

Magnetic Scrolls Bundle 

$21 

Romance 3 Kingdoms 

$42 

Marvel Trilogy 

$12 

Romance 3 Kingdoms 2 

$42 

Max Pac 

319 

Rules of Engagement 

812 

Megafortress Mega-Pak 

$38 

Rules of Engagement 2 

$38 

Power Hits: Battletech 

$32 

Second Conflict WIN 

$34 

Power Hits: Kids 

39 

Seven Cities Gold 2 

$38 

Power Hits: Movies 

317 

Shadow President 

$34 

Power Hits: Sci Fi 

$19 

ShadowGate WIN 

$32 

Power Hits; Sports 

$19 

Sid Meir’s Civil War 

$58 

Prime Time Hits 

$25 

Siege 

$12 

Prime Time Hits 2 

$24 

Siege Expansion Disk 

$19 

Sen Weap Luftwaffe CD 

$42 

Siege With Exp Disk 

$24 

Sierra Adventure Bundle 

$39 
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One thing chat you may want to change is 
your operating system, If you use a Macintosh 
you may want to upgrade to System 7. IBM 
PC users should consider OS/2, Windows or 
Windows NT. Why? Preemptive multitask- 
ing that’s why! We hear the groaning out 
there; okay, no long technical discussion. To 
make a long story short, the new operating 
systems allow you to perform more that one 
tiling at a time. This is very useful if you are 
in the middle of a large file transfer and still 
want CO play games, or perhaps play multiple 
games against multiple opponents. Here at the 
Council we’ve been using OS/2. It’s not bad, 
but you should have a powerful machine with 
lots of memory' to run it properly. 

Ok, you have the hardware and the software. 
What’s next? 

Get Up, Set Up, Dial In 

You have your modem, cables and software 
ail ready to go. What’s next? There are three 
steps that must be followed before y'ou can 
jack-in. You must 1) Install the modem, 2) 
Install the software, and 3) Configure the 
software. Let’s take you through it. 

Installing an external modem is relatively 
simple, Generally there are three connectors at 
the back of the modem. Two of these are 
telephone jaclcs like the ones we use for the 
phone. These jacks are normally labeled 
“Line” and “Phone.” The idea is that the 
modem will sit between your telephone and 
the wall connector. Unplug your phone from 
the wall and insert the jack into the “Phone” 
slot on the modern. Then, using the phone 
cable chat is normally included with the mo- 
dem, connect the “Line” slot to the telephone 
connector on the wall. Ok? Now it’s time to 
connect the data cable from the modem to the 
computer. Take a look at the connectors and 
notice that they will only fit a certain way. Do 
not try and force these connectors or you will 
break them. The connectors on the data cable 
generally have screws on either side that you 
can use to secure the connector to its socket. 
We suggest that you use them. See the “Basic 
Connection Diagram” for details. 

Installing an internal modem is a little more 
complex since you will have to open up your 
computer. Follow the manufacturer’s instruc- 
tions. You will sec that the modem card only 
has telephone connectors. Install these as we 
described with the external modem. 

A quick note about “COM ports”: Almost 
all microcomputers come with one or more 
ports, or connections, for serial communica- 
tions. On IBM-compatihles these ports arc 
referred to as “COMl”, ’’COM2'’, etc. If you 
are using a mouse on an IBM compatible, then 
you probably have it installed on COMl. 
Make sure that you follow the instructions and 
set your modem to operate on COM2. 

That’s it. Your modem is installed. Onto the 
software. 

If you have purchased any communication 
software, follow the manufacturer’s instruc- 


tions on installation. If you have game soft- 
ware already loaded on your machine you may 
have to run the setup program again to get 
your modem working. For example, Empire 
Deluxe requires you to run ECONFIG.EXE 
to inform it that a modem is now available. 

Regardless of the software you are using, there 
are a number of parameters that you must sec 
before you can start playing. Make sure chat the 
speed set in the software matches your modem. 
Also make sure chat the software has seleacd the 
right COM port for your modem. Generally the 
setting of 8-N-l will work for access to most 
services. All of these parameters can be adjusted 
th rough a single screen in most programs. Check 
your instructions. 

Some programs also provide you with the 
capability of creating directories of commonly 
called numbers. This is a great place to keep 
all the numbers that you are going to call. 
With some programs you can even change 
how your modem will operate when switching 
between services. For example, you might use 
“2400 8-N- 1 '' when calling a friend but ”9600 
7-E-2'’ when calling your olfice computer. It 
also means that you don’t have to keep all 
these phone numbers on little pieces of paper 
that get lost. 

Is there more? What do you think? Of 
course there’s more! There are script lan- 
guages, uploads and downloads, error proto- 
cols, data compression, and... well you get the 
idea. But we don’t have time to cover all that 
today. 

One last freehie. If you get connected, but 
can’t see the letters as you type them, or each 
letter is showing up twice (ie: DDOOUUB- 
BLLEE) then your duplex is not set correctly. 


What’s a duplex? It doesn’t matter. What does 
matter is that you find the place in your soft- 
ware that allows you to change it (sometimes 
its called “Local Echo” or just “Echo”). There 
are only two settings, so change to the other 
and everything should work fine. 

But I Have More Questions! 

Of course you do. That’s why the Data- 
Comm Council was formed — to help people 
like you jack-in to cyberspace. Drop us a line 
and we’ll see what we can do to help. Once 
you’re up and running, drop us a note on 
GEnie or CompuScr\'e. If you’re having 
trouble then write us care of this magazine. 
Interested in a particular topic? Let us know. 
The services of the Council are available to all. 

This is just the beginning. Already there are 
video conferences, audio conferences and 
combined multimedia networks up and run- 
ning. How about 100+ players flying combat 
missions in WWII? How about football simu- 
lators where every position is played by a 
telegamer? How about strategy games where 
each side can have multiple generals? Tired of 
playing against computer logic that is either 
too easy or too hard? Jack-in to the net. We’re 
waiting for you. 

Jeny Golick is a freelance consultant and 
luriter who specializes in data communication 
issues. He is based in Montreal, Qiiebec. He may 
be reached at 71 175,101 1 on CompuServe or 
J. COLICK on GEnie. cgw 


Basic Connection Diagram - External Modem 


Rear of 
Computer 
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Conipmer Gaming World 


CHIPS & BITS inc. 

FREE GAME WITH YOUR $75 ORDER* 

Shipping to US.PR.AK.HI.APO & FPO S4 per order. Air Mall to Canada S6 per order. Handling S1 per shipment. 

2 Business Day Air US S6 per order; PR, HI $12 1st item $2 ea. add’l; AK S19 1st item $2 ea. add'l. Handling $1 per shipment. 

Europe, S. America Air Mall $19 Ist Item + $6 ea. add'l. Asia, Australia, Africa, Air Mall $25 1st Item + $6 ea. add'l. Handling $1 per shipment. 


PO Box 234 
Rochester, VT 05767 
Call 800-699-4263 
Fax 802-767-3382 
Int’l 802-767-3033 


IBM BUNDLES 


Sierra Arcade Bundle S24 

Sierra Family Fun Pak S29 

Space Quest Bundle 536 

Space Quest Bundle S42 

Ultima Bundle 1-6 CD $59 

Ultima Trilogy $39 

Ultima Trilogy 2 $48 

Wing Commander DIx $48 
Wing Commandr DIx CD $48 
Wizardry Trilogy $32 


IBM TRADITIONAL 


3 D Pinball $10 

3 in 1 Players’s Pack $9 

3D Pool $12 

Acquire $9 

Amarillo Slim’s Poker $12 


Amarillo Slim 7 Crd Stud $10 
American Tail Coloring $1 9 
Armada Villa Crespo CB $10 
Backgammon By George $9 


Baseball Card Collector $18 
Baseball Fads $9 

Bat Chess 4000 SVGA $36 
Battle Chess 4000 VGA $32 
Battle Chess $19 

Battle Chess WIN $29 

Blackjack $9 

Blackjack WIN $12 

Bridge 7 $24 

Bridgemasler $29 

Caesars Palace WIN $15 

Casino Craps $10 

Casino Game Pak WIN $32 

Casino Master WIN $25 

Casinos of the World $29 

Checkmate $36 

Checkmate WIN $36 

Chess Net WIN S9 

Chess X Colossus S9 
ChessManiac 5 Bil & 1 $39 
Chessmaster 2000 $27 

Chessmaster 3000 $29 

Chessmaster 3000 WIN $34 
Classic 5 $32 

Classic 5 WIN $32 

Clue $12 

Combination Lock $9 

Cribage King Gin King $19 

Crossword Creator $12 

Dealer’s Choice $29 

Demon Blue S9 

Dr Floyds Desktop Toys $22 

Dr Thorp's Blackjack $32 


Dr Thorp's mini Blackjack $9 


Dr Wong Jacks & Video $9 
Ed O’Thorpe Black Jack S9 
Electric Jigsaw $12 

FS-Pro $21 

Faces Tetris 3 $15 

Family Crossword Pzzle $28 
Gambit $38 

Game-Maker $49 

Games Master WIN $6 
Game Pak 1 $19 

Games People Play $21 
Go Master DIx Ver 4 $89 

GO Master Ver 5 WIN $39 
Go Master DIx Ver 5 $89 

Go Master DIx V5 WIN $79 
Go Master Junior Ver 4 $19 
Go Master Junior Ver 5 $19 
Go Master Jr Ver 5 WIN $19 
Go Master Tool Kit $39 


IBM TRADITIONAL 


Go Master Tool Kit WIN $79 

Go Master Ver 4 $34 

Go Master Ver 4 WIN $39 

Go Master Ver 5 $39 

Grand Slam Bridge 2 $32 

GrandMaster Chess DIx $37 
Grandmaster Chess $19 
Home Alone 2 $26 


Home Casino Speclacular$9 
Hong Kong Mah Jong $32 
Hoyle’s Book Games VI $21 
Hoyle's Book Games V2 $19 
Hoyle’s Book Games V3 $29 
Hoyle’s Book Games V4 829 


Ishido $17 

Jeopardy $9 

Jeopardy 2 $9 

Jeopardy 25th Aniv $15 
Jeopardy Junior $5 

Jeopardy Sports Edition S7 
Jeopardy. Super Talking $21 
Jones Fast Lane $24 

Joseki Genius $39 

Klotski: Polish Puzzles $9 
Laffer Utilities WIN $21 

Lexicross $24 

Lotto Gold $29 

Menial Blocks $15 

Monopoly $29 

Monopoly Deluxe $29 
Monopoly Deluxe WIN $29 
Oligopoly $9 

Omar Sharif Bridge WIN $32 
Omar Sharif on Bridge $34 
On Target $10 

Pictionary $12 

Pool Shark $15 

Posilronic Bridge $30 
Positronic Bridge SE $60 
Price is Right $15 

Prime Time Hits $25 

Prime Time Hits 2 $24 

Puzzle Gallery 1 $12 

Puzzle Gallery 2 $9 

Puzzle Master $6 

Puzznic $9 

Risk $21 

Risk WIN $26 

Rodeo Games $9 

Russian Six Pack $39 

Sargon 4 $9 

Sargon 5 $13 

Scrabble $19 

Scrabble Deluxe $26 

Scrabble Deluxe WIN $26 
Scribler $34 

Scruples $28 

Sesame Street $12 

Shanghai! 2 $29 

Sharkey’s 3D Pool $12 

Shogi Master $34 

Solitaire Royale $16 

Solitaire WIN $32 

Solitaire’s Journey WIN $38 
Solitaires Journey $34 

Sorry S12 

Space Vegetables $9 

Spot $9 

Super Jeopardy $27 

Super Tetris $29 

Swap $29 

Tactical Wizard $39 

Terminator Chess 534 

Terminatr 2 Chess Wars $37 
Tesserae WIN $16 

Tetris $15 




‘GAME-MAKER’ lets you create action adventure games as 
unique as your imagination. Design your own animated 
characters, monsters, and scenes. Create sounds and import 
Images, No programming, Newverslon has SB support. $49 


TAKE A BREAK! 
PINBALL' Is eight 
different fast and 
furious games for 
windows. Score 
big points with Lei- 
sure Suit Larry, pi- 
lot Nova 9 through 
2 different mis- 
sions, challenge 
Mordack in King's 
Quest, bustle 
through the uni- 
verse with Roger 
Wilco, and help 
Willy Bemish save 
the city. $29 


‘SIM FARM’ is an 
intuitive strategy 
game in the style 
of SimCily that 
challenges players 
to build a small 
family farm into a 
profitable and re- 
sponsible busi- 
ness. Success 
depends upon not 
just production, but 
also preserving the 
environmental 
health ol the land. 
Supports Sound 
Blaster card. $41 


■LOST ADMIRAL' 
is a production na- 
val strategy game. 
Features9scenar- 
ios, a random map 
scenario, 15 cam- 
paign games, flag- 
ships with special 
abilities, very 
strong artificial 
empire, in depth 
officers ranking 
system, accumu- 
lates your career 
history as you play. 
Also has a 2 play- 
eroption. $19 


visa & MC Acceplect. CODt S6. Checks Held 4 Weeks, Money Orders 
Treated as Cash. Most Items Shipped Same Day. Shipping times not 
guaranteed. Check compatibility before you buy. Defectives replaced 
with same product. OKer, price & avallablllly subject to change. All 
Sales Final. •$££ page 8 fob details 


Circle Reader Service #46 


IBM TRADITIONAL 


Tetris Classic $26 

Tetris Classic WIN $26 

Trump Castle 2 $9 

Trump Castle 2 DD 1 84 

Trump Castle 2 DD 2 54 

Trump Castle 3 $29 

Turn-n-Burn $9 

Vegas Entrtnmnt Pak $20 
Vegas Games Pak WIN $19 
Video Poker Villa Crespo $9 
Video PokerWIN $12 

Video Poker by Masque $9 
Virtual Reality Studio 2 $49 
Wayne’s World $19 

Welltris $15 

Wheel of Fortune $6 

Wheel of Fortune 2 $9 

Wheel of Fortune 3 $9 

Wheel of Fortune Gold $15 
WordTris 527 


World Champ Bckgmmn $24 
World Champion Cribbge$24 


IBM BUDGET 


007 J Bond Stealth Affair$12 


3D Pinball 510 

3 in 1 Players’s Pack $9 
4th & Inches $4 

Action Stations Seen 1 $9 

All Star Sports Pak $9 
Amarillo Slim’s Poker $12 
Armada Villa Crespo CBSIO 
Back to the Future 3 $12 

Backgammon By George $9 
Battle of Austerlitz $12 
Blue Max Aces Great War$6 
Bo Jackson Baseball $12 


Buck Rogers Countdown$12 


Cardinal ol the Kremlin $6 

Carl Lewis Challenge $9 

Chess Net WINDOWS $9 

Chess X Colossus $9 

Conflict in Vietnam $9 

Conqueror Multi Tank $6 

Crime Does Not Pay $9 

Das Boot Submarine $9 


Decision at Gettysburg $12 
Defender of the Crown $1 2 
Dinosoft Ad & Subtract $12 
Dinosoft Begin Algebra $12 
Dinosoft U.S. GeographySII 
Don't Go Alone 86 

Double Dragon 3 $6 

Dr Doom's Revenge $9 
Dr Thorp’s mini Blackjack $9 
Dragon Strike $12 

Dragons of Flame $9 

East vs West Berlin 1948 $9 
Eye of the Horus $3 

FI 5 Strike Eagle $7 

F19 Stealth Fighter $12 
Fighting for Rome $12 
Flames Freedom MWII $12 
Games Master WIN $6 
Gold ol the Aztecs $12 
Hole In 1 Mini Golf $6 
Hole 1 Mini Golf Crs Disk 53 
Hole in 1 Mini Goll Delux$12 
Home Casino Spectacular$9 
Jeopardy Sports Edition $7 
Joan of Arc $12 

John Elway Quarterback $6 
Keys to Marimon 812 

Klotski; Polish Puzzles $9 


IBM BUDGET 


Land Sea Air Trilogy $12 
Laura Bow Parlor Games 89 
Leisure Suit Larry 1 $12 

Line in the Sand S12 

Lost Patrol $6 

MUDS $9 

Magic Candle 2 $12 

Magic Johnsn Fast Break $6 
Marianas Turkey Shoot $12 
Matrix Cubed S12 

Mines of Titan $9 

NFL Proleague Football $12 
Never Ending Story 2 $9 

NinjaGaiden2 $12 

Oil’s Well 512 

Over the Net 39 

Pirates $6 

Planet of Lust S12 

Power Hits: Kids S9 

Puzzle Gallery 1 $12 

Puzzle Gallery 2 $9 

Rod Storm Rising $12 
Rock A Doodle $9 

Rules of Engagement $12 
SOI 57 

Sentinel Worlds 1 $9 

Sex Vixens from Space $12 
Shadow Sorcerer $9 

Sharkey's 3D Pool $12 
Snoopy's Fun Pack $9 
Storm Across Europe $12 
Street Fighting Man $3 
Taking of Beverly Hills $9 
Tengen’s Arcade Hits $12 
Test Drive 2:Euro Chal $6 


Test Drive 2:Muscle Car $12 
Test Drive 2:Supercars $12 


Theatre of War $12 

Tie Break Tennis 59 

Treasure Savge Frontier 512 
Trump Castle 2 59 

Trump Castle 2 DD 1 $4 

Trump Castle 2 DD 2 $4 

Typhoon of Steel Sl2 

Vengeance of Excalibur S12 


Video Poker Villa Crespo $9 
Video Poker WINDOWS $12 
Video Poker by Masque S9 


War in Middle Earth $12 

War ol the Lance $9 

Warlords $12 

Western Europe Disk $9 

Wheel of Fortune $6 

Wheel ol Fortune 2 $9 

Wheel of Fortune 3 $9 


MACINTOSH 


4th & Inches $6 

4th & Inches Team Const S6 
Battle Chess $24 

Bridge 7 $24 

Dragon’s Lair 2 324 

Dragon’s Lair Esc Singe $24 
Dragon’s Lair $24 

Go Master DIx Ver 5 $89 

Hardball 2 $24 

Harpoon Battle Set 4 $19 

Harpoon Scenario Editor 81 9 
Jack Nicklaus C01 $6 

Jack Nicklaus CD 2 36 

Jack Nicklaus CD 3 $6 

Jack Nicklaus CD 4 $6 

Jack Nicklaus CD 5 S6 

Lexicross $19 
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Time Warner Interactive Group’s New CD 
Takes You for a Ride 


by Andy Eddy 


T he traveler’s talcs of New York City 
cabbies are well known; running 
through red lights, U-turns at 70 mph, 
and shortcuts over pedestrian-filled sidewalks 
arc the horrifying stuff of which they’re made. 
Even cabby names have come to possess a 
certain notoriety. Jerry Seinfeld described one 
as “something like the letter G and the sym- 
bol for Boron.” 



Anyone who’s been there and paid the fare 
is certainly ready for a trip with Raul, the 
fast-talking hack who picks our jet-lagged 
adventurer up at JFK Airport in Time 
Warner Interactive Group’s Hell Cab. Our 
commuter has just arrived in New York City 
on his way back home, and the plane is late 
for the trip’s last leg that will take him to his 
Budget Gourmet and a warm bed. When 
Raul shows up in the lobby and says he'd be 
happy to give the player a quick visitor’s jaunt 
around Manhattan, he warms to the idea, 
“idcck, what would be the harm,” lie decides, 


“and Raul seems friendly enough. I always 
wanted to see the Empire State Building.” He 
apparently overlooked the 666 on the license 
plate and the company name, Hell Cab. This 
won’t be the average, everyday whitc-kn tickle 
thrill ride through the Big Apple. 

When he’s short a few buclcs to pay the fare, 
the quick-thinking Raul (surely, he’s done 
this before) whips out a piece of paper — a 
contract that pays his fare out of the player’s 
soul. No, the local ATM won’t help much, 
because money isn’t the key to this payment 
plan. Just sign on the dotted line and enjoy a 
tour, one that span.s the ages, from the cab’s 
back scat in New York to the Roman Coli- 
seum, from those roaring Jurassic days to the 
battle-scarred fields of World War 1. 

Hit The Road, Jack 

Hell Cab, designed by artist Pepe Moreno, 
is constructed with a point-and-dick inter- 
face that is reminiscent of previous multime- 
dia adventures like Manhole and Cosmic 
Osmo — and that pair 
were less games than 
Hell Cab. Even with 
gaming elements, 
though, Hell Cab 
comes up short in pro- 
viding durable enter- 
tainment for one main 
reason: It’sv-e-r-yslow. 

Quicktime, Apple’s 
“movie” extension, is a 
good application for 



creating movies on the Mac, but even with a 
fast machine the access time can really bring 
the action down. This is no arcade game, to 
be sure. Eveiy event hangs on each mouse 
click to be registered and new data streamed 
in from the CD. Maybe a lesson could have 
been learned from Drew Pictures’ Iron Helix 
(by Spectrum HoloByte for the Macintosh), 
where certain essential files were held on the 
hard drive. All oi Hell Cab, with the exception 
of the Quicktime extension, comes off the 
CD on the fly. 

Tint: Hell C.ih 

PRICt: $99,99 

SYSTCM: Mncinloih 

RtQUIREMENTS: Mac II wilh a 1 3" coliir monitor, 

3MB RAM, CD-ROM cirivo and System 
6-0.7 or higher ISyslom 7.0 recommended); 
PROTECTION: None 

19ESICNER: Pope Moieiio/I’ep'-' Mortino Productions 

PUBLISHER: Time Warner Interactive Croup 

2210 W. Olive Avenue 
Burbank, CA9I506 
1800) 593-6334 
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Coiupulcr Ginning World 






CHIPS & BITS inc. 

FREE GAME WITH YOUR $75 ORDER* 

Shipping to US,PR,AK,HI.APO & FPO S4 per order, Air Mail to Canada SB per order. Handling S1 per shipment. 

2 Business Day Air US SB per order; PR. HI $12 1st Item + S2 ea. add'l; AK S19 1st item + $2 ea. add'l. Handling SI per shipment. 

Europe, S. America Air Mall S19 1st item *■ SB ea. add’l. Asia, Australia, Africa, Air Mall 525 1st Item +$6 ea. add'l. Handling $1 per shipment. 


PO Box 234 
Rochester, VT 05767 
Call 800-699-4263 
Fax 802-767-3382 
Int’l 802-767-3033 


MACINTOSH 


Lite and Death 

$24 

Monopoly 

$19 

Oids 

$6 

Out of This World 

$36 

PGA Tour Golf Course 

1 $6 

Pick’n Pile 

$6 

Puzzle Master 

56 

Railroad Tycoon 

$36 

Reach lor the Stars 

$19 

Risk 

$19 

Robo Sport 

$24 

Shanghai! 2 

$19 

Sim Ant 

$35 

Sim City Supreme 

$46 

Simeity 

$29 

Simeity Terrain Editor 

$9 

Space Ace 2 

S24 

Spirit of Excalibur 

$19 

Starflight 1 

329 

Super Tetris 

324 

Test Drive 2 

$24 

Test Drive 2:CA Chal 

$6 

Test Drive 2:Supercars 

$6 

Vette 

$24 

Welltn's 

$19 

Where Europe CSD 

$24 

Where World Is CSD 

$24 

Wordlris 

324 

Yeager’s AFT 

$24 


AMIGA 


Arlura S9 

Alomlno S3 

Blue Max Aces Great War$6 
Breach 1 Scenario Disk S3 

Bride of the Robot S6 

Checkmate $12 

Crackdown $9 

Darkman S3 

Das Boot Submarine S9 

Day of the Viper S6 

Dragons of Fiame S6 

F29 Retaliator DEMO S3 

Fast Break $3 

Fireteam2200 $12 

Gateway Savage Frontir $24 
Gun Boat $6 

HardBaii $9 

Hawaiian Odyssey $6 

Heatwave $3 

HoverForce S3 

Jack Nicklaus Cilp Art $3 
Jack Nicklaus CD 1 $6 

Jack Nicklaus CD 3 36 

Jack Nicklaus CD 4 86 

Jack Nicklaus CD 5 $6 

Jack Nicklaus Greatest 18S6 
Jack Nick Unlimited Golf $9 
Knights of the Crystalion 36 

Leisure Suit Larry 1 $9 

Loom $12 

Matrix Marauders $3 

Mean 18 Golf $3 

Megaforlress MD 2 DEMOS6 
Night Breed S3 

Night Shift $6 

Populous 2 Challenge $9 

Populous World Editor S3 

RVF Honda S3 

Red Storm Rising $19 

Renegade Legion 
Interceptor S9 

Robocop 2 $6 

Search for the King $6 


AMIGA 


Secret Monkey Island $19 


Shark Attack Uitim Golf $6 
Ski or Die S3 

Slryx $6 

Targhan $9 

Tengen's Arcade Hits $6 
Test Drive 2;Musci6 Cars $3 
Dark Queen Krynn DEMO $6 
Time hine S6 

Total Eclipse $3 

Treasure Trap 89 

UMS2 $19 

Untouchables $6 

Yeager's AFT 2.0 $9 

Zoom S6 


1 3DO 

Aces over Europe 

$49 

Battle Chess 

349 

Crash & Burn 

$49 

Demolition Man 

$49 

Dragon's Lair 

849 

Jurassic Park 

$49 

Lemmings 

$49 

Mad Dog McCree 

349 

Madden Football 

$49 

Megarace 

$49 

Microcosm 

$49 

Oceans Below 

$49 

Out of this World 

$49 

PGA Tour 

$49 

Road Rash 

S49 

Shock Wave 

349 

Star Trek Next GenerlionS49 

Stellar Fire 

$49 

Syndicate 

$49 

Total Eclipse 

$49 

Troddlers 

849 

Twisted 

$49 

Wing Commander 

$49 

WorldBuilders, Inc 

$49 

JAGUAR 1 

Jaguar System 

$249 

Alien Vs Predator 

S54 

Baseball 

$54 

Basketball 

$54 

Battle Zone 2000 

354 

CyberMorph 

$54 

Jaguar Formula 1 Racing$54 

NFL Football 

$54 

Raiden 

$54 

Tempest 2000 

$54 

Tiny Toon Adventures 

$54 

1 NEO GEO 1 


Neo Geo Gold System S569 


2020 Super Baseball $1 1 9 

3 Count Bout $199 

Alpha Mission 2 $149 

Andros Dunos S199 

Art of Fighting $199 

Ad of Fighting 2 $199 

Baseball Stars Pro $129 

Baseball Stars Pro 2 SI 49 

Blues Journey $149 

Burning Fight $149 

Crossed Swords $149 

Cyber Lip $149 

Fatal Fury $129 



'LABYRINTH OFTIME' is an epic fantasy of lime travel on CD. 
The legendary King Minos has commissioned a Labyrinth 
bridging both lime and space. To stop him, you must enter the 
Labyrinth and manipulate the very fabric of history. S39 



•THRUSTMAS- 
TER WEAPONS 
CONTROL SYS- 
TEM MARK IT 
Brings the function 
of the keyboard 
into your left hand 
while your right 
hand controls the 
joystick. All func- 
tions are My pro- 
grammable. Plug 
your FCS into the 
back and program 
all Its functions as 
well. The ultimate 
control! $94 



‘WALLS OF 
ROME’ gives you 
the experience of 
siege warfare as 
the ancients knew 
it. Play single bat- 
tles or extended 
campaigns of con- 
quest & defense 
against an unpre- 
dictable computer. 
Stunning graphics 
and sound effecls. 
••SPECIAL:BUY1 
M I N D C R A FT 
GAMEANDGET1 
FREE ! $39 


•SOUND MA- 
CHINE' brings to- 
gether 2 of the 
most popularcom- 
puter add-ons in 
one inexpensive 
package- Fea- 
tures a genuine 
sound blaster 
chipset, digitized 
voice input/oulput, 
full duplex MIDI in- 
terface, built in 4W 
amp, volume con- 
trol, a pair of 3" 
speakers, and a 
joystick. $94 


“SPECIAL OFFER: Buy Walls of Rome, Bloodstone, or Strike 
Squad and gel one other Mindcraft game free, Coupon enclosed 
in game. 



1 NEO GEO 1 

Fatal Fury 2 

$199 

Football Frenzy 

$149 

Ghost Pilots 

S149 

King of the Monsters 

8149 

King of the Monsters 2 

$179 

Last Resort 

$149 

League Bowling 

$149 

Magician Lord 

$149 

Mutation Nation 

$149 

Nam 1975 NG 

$149 

Ninja Combat 

$149 

Riding Hero 

$149 

Robo Army 

$149 

Samurai Showdown 

3199 

Sengoku 

$139 

Sengoku 2 

$199 

Soccer Brawl 

$139 

Super 8 Man 

$149 

Super Sidekicks SoccerS179 

Super Spy 

$149 

Survivor 

SI 99 

Thrash Rally 

$139 

Top Hunter 

$199 

Top Players Golf 

$139 

View Point 

$199 

World Heroes 2 

$199 

1 TURBO DUO 1 


Turbo Duo $289 

TurboDuo Adapter $13 

Turbo Duo Pad S18 

Turbo Duo Tap $18 

A Train 3 Super CD $47 

Addams Family CD $34 


Beyond Shdowgte SCD $47 
Black Hole Assault SCD $47 
Blood Gear Super CO $47 
Buster Brothers SCD $42 
Camp California SCD $46 
Cosmic Phantasy 2 CO $46 
Cosmic Phantasy 3 SCD $46 


Cotton Super CD $44 

Dragon Slayer SCO $42 
Dungeon Explorr 2 SCD $46 
Dungeon Master CD $44 
Dynastic Hero SCD $44 
Exile 2 Super CO $46 

Fantasy Star SIdier SCD $44 
Fighting Street CD $34 

Final Zone 2 CD $42 

Forgotten Worlds SCD $43 
Gao Super CD $45 

Gate of Thunder CD $48 

Godzilla Super CD $46 

Gradius 2 CD $46 

It Came From Desert CD $45 
JB Harold CD $37 

Jack Nicklaus Golf CD $34 
Jim Power Super CD $47 
King Monsters 2 SCD $46 
Loom SCD $39 

Lords of Thunder SCD $44 
Lords of Rising Sun CD $39 
Madden Football SCD $44 


Magical Dinsaur Tour CD$42 
Might S Magic 3 SCD $47 
Mystic Formla Super CD $45 


NexzarSCD $47 

Romping World CSD $44 

Populous CSD $48 

Prince of Persia CSD $39 

RayxanberSCD S48 

Riot Zone SCD $44 

RoboTech 2036 SCD $44 


TURBO DUO 


RoboTech Lov Sng SCD $47 
Shadow Beast SCD $42 

Shape Shifter SCD $42 

Sherlock Holmes 2 SCD $42 
SimearthSCO $42 

Splash Lake CD $28 

SprigginsCD $46 

Terraforming CD $44 

Valis 3 CD $44 

Vasteel CD $46 

Wizardry 1 & 2 SCD $44 

World Heroes SCD $46 

Xak 1 & 2 SCD $47 

Ys3CD $42 

YsBook1&2CD $36 


FREE GAME OFFER 


Spend the specified amount 
on any in slock software and 
choose a free game from the 
corresponding list below. Of- 
fer subject to change or can- 
cellation without notice. Valid 
from September 15th through 
November 30lh or while sup- 
plies last. 


SPEND $75 


4th & Inches 5.25 
Airborne Ranger 5.25 
Arlura 

Backgammon by George 
Big Business 5.25 
Bravo Romeo Delta 
Gunship 5.25 
Obllterator 
Pirates 5.25 
SC Out 
The Tinies 
Xenocide 


SPENDSlOO 


Blackjack for Windows 
Covert Action 
Dark Half 

Defender of the Crown 
Dragon Force 5.25 
Grandmaster Chess 
Hole in 1 Mini Golf Dlx 
MacArthur's War 
Operation Combat 
Panza Battles 5.25 
Patton Strikes Back 
Railroad Tycoon 3.5 
Sentinel Worlds 1 
Video Poker for Windows 
War of the Lance 


SPEND $200 


Allied Forces 
Bridge 7.0 

Cardinal ot the Kremlin 
Command H.Q. 

Dune 

F15 Strike Eagle 2 
Lost Admiral 
Red Storm Rising 
Warlords 5.25 
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Wicli that in mind, it’s hard to caccgorizc 
Hell Cab as a game, chough it is certainly 
interactive. One starts with three lives, and 
lives are lost when poor decisions are made. 
'I'he player also has a quantity oFsoiil (regis- 
tered on chcSoiil-O-Meter, Raul’s dashboard 
device chat measures one’s fare) that must be 
carefully monitored. 'I'he interface requires 
the player to click at the screen edge to turn 
90 degrees or click straight ahead to move 
forward. As in games like The 7th Guest, the 
pointer changes to another symbol when an 
action can be accomplished. At certain junc- 
tures, one can pick up items, click on text 
buttons to speak to other characters, and hit 
the mouse button to achieve a particular mo- 
tion (like swinging a sword). It was disap- 
pointing to not have these few movements 
duplicated or expanded upon via the key- 
board. 

Graphically, most of the display is simply a 
two-dimensional image with characters laid 
over the top. Most characters move in jerky 
cel animation and their mouths aren’t closely 
lip-synched with the audio. 'Ibis serves to 
give Hell Cab A very surreal look and feel, but 
also weakens its claim of being a state-ol-the- 
art CD adventure. And though the game is 
filled with digital audio, there are sections 
where the sound is sparse or non-existent. 


Movie Magic 


Even with those hindrances, Hell Cab has 
some highly entertaining moments. Visiting 
the Empire State Building, one can wander 


the halls and click on picture 
frames to brin^ up Quicktime 
movies. These "films” range from 
plugs for other animators (such as 
lohn Ludtke, who helped on Hell 
Cab, but has also worked on an- 
other interactive CD, The Freak 
Show with the music group The 
Residents) to satirical clips from 
“'I'he Dead Sullivan Show,” to ad- 
vertisements for upcoming prod- 
ucts, and even one for Wired 
magazine. The trip through the 
Empire State Building also features 
accurate images from around the 
86th-floor observation deck. If 
players pull out a quarter and toss 
it into a telescopic viewer, they might even be 
able to see Baltimore! 


Overall, though, everything in Hell Cab 
tends to drag out. For example, when one 
reaches the Coliseum, no matter how the 
conversation with Nero goes the player ends 
up in jail. In jail, the conversations must take 
place with the same characters. At other 
rimes, one can’t decide if timing of the mou.se 
clicks is important or if placement of the 
pointer is the key. After a while, it all just 
seems to be a long, one-way street with little 
variation and not much in the way of enter- 
tainment. It’s all a bit tedious, 


A Journey Of Sight And Sound 

It’s hard to lump Hell Cab in the same 
group as 'The 7th Guest, Iron Helix Jour- 
neyman Project, which were all actual games. 
Hell Cab is more like an interactive tour book 
and variety show lumped into one — the 
jinJ sound of Hell Cab. I had 
ost fun clicking on the Em- 
pire State Building’s curtain dis- 
plays to bring up cool Quicktime 
movies, but things really started to 
plod along when I started playing 
what I felt was the “game.” 'fliis is 
not hard to understand when one 
reads Pepe Moreno’s bio (located 
in any ATM in the game). His 
background is in comic books and 
stories, having been published in 
such magazines as Heavy Metaland 
Epic. He’s also responsible for DC 
Comics’ Digital Justice, a Batman 


Piifie /ttS 



graphic novel created totally on the Macin- 
tosh. Flis expertise is the visual, leaving the 
reader to expand on the pictures in his mind. 

But gamers have gotten used to having less 
left to the imagination and facing more im- 
mersion by the game software. A good game 
Is one that makes the player forget he’s at his 
computer playing a game. Too frequently. 
Hell Cab brings one right back to his seat in 
front of his keyboard. When one is waiting 
for a mouse click to bring about a new visual, 
the delays can be interminable. 

The future of CD gaming is quite up in the 
air, though products like Iron Helix take the 
weaknesses of CD-ROM and push them to 
the back. Hopefully, the medium will quickly 
mature and Moreno will be able to create a 
world of sight and sounds that will truly 
entertain and offer smoother immersion into 
bis creative vision, cgw 



'The Informative PBM Magazine' 


Do you know what PBM {Play-By-Mail) 
gaming is? If you don't, we can help you 
explore the world of PBM gaming. Paper 
Mayhem has been leading the way for 
over 10 years by informing people about 
PBM gaming. Articles, reviews, biograph- 
ies and more fill each issue. Not to men- 
tion the ratings of PBM games and com- 
panies that our readers participate in. 

Paper Mayhem has been improving with 
the ever expanding hobby of PBM gaming 
since 1983. Each bimonthly issue brings 
you the latest on PBM news. 

So why delay and miss out on all the 
fun? Read Paper Mayhem and take ad- 
vantage of PBM gaming. 

Send subscriptions to: 

PAPER MAYHEM 
Dept CG,1518 Adams St. 
Ottawa, iL 61350-4770 

US Subscriptions: 

Single issue S5.00 
1 year S24.00 - 2 year $42.00 

FOREIGN SUBSCRIPTIONS: 1 year Canada $31,00; 

I year lo Europe $51.00; 1 year to Australia $57.00. 

All Subscriptions to PAPER MAYHEM are to be paid 
in US funds and drawn from US banks. Foreign sub- 
scriptions are asked to use International Money 
Order in US futids. 
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Strike Squad' 


Walls 
OF Rome' 


Role-piaying strategy. 
ICkistik forces have de- 
stroyed Bao, your once 


Siege Warfare. From 
the plains of Carthage 


lams 

to the forests of I™— — 

Britain, from Greece and Persia to Rome herself, 
experience siege warfare as the ancients knew it. 


beautiful home planet. 


killing your loved ones. Assemble a mercenary squad and 
head to Trindor on your first step towards revenge. 


Bloodstone' 


Role-playing fantasy. 

\bu go in search of 
magical treasures from 
the days of legend, 
when gods walked in die world with their children. 




By Popular Demand. 

Extended to 
December 31 , 1993 


K'kisUfc forces have destroyed Bao. 
your once beautiful home planet... 
killing your loued ones. 


If you send us 
Walk 

from die five 
^ Five dollar 

I\uchase must'be made^gn 






V 





Magic 
Candle II' ' 

Role-playing fantasy. 

Prepare a campaign to 
free the guardians of 
the Magic Candle. Learn the secret of the four 
and forty. 




Magic 
Candle 111“ 

Role-playing 
fantasy. The ancient 
lands around the 
Solian Sea have been stricken by a mysterious 
blight. Can your hero find the source? 



Star Legions'” 

A game of strategic 
planetary conquest. 

With each viaory you 
gradually ascend to 

the highest Krellan honor-the ranlc of 
Imperial Tribune! 



Siege'" 

Casde VC^fare. 

Study ongoing ma- 
neuvers, then direct 
your uoops to repel 
the advancing raid or to surge forward and 
take the casde. 



Tegel’s 

Mercenaries" 


Role-playing strategy 
game. Assemble a 
strike force of soldiers- 
for-hire. The mission must succeed at any cost. 


^MINDCRAFT 

2291 205th Street, Suite 201 
Torrance, CA 90501 
Call 310-320-5214 or 1-800-525-4933 
Fax 310-320-1522 
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UNldENTlFiEd 

FlyiNq 

VEqETAblES? 



A New Spin On The Flight Sim In Corncob 3-D 

by Bryan Walker 


An avid computer game and flight simulator 
fan, the author is also an AH-64 Apache pilot and 
Armament Officer for the U.S. Army. A combat 
veteran of Desert Storm, he's currently stationed 
at Fort Campbell, Kentucky. He can be reached 
owGEnie at B.WALKERIO, or America Online 
at \VAl.KER34. 

N ew ideas arc hard to come by in flight 
simulator games. While, technologi- 
cally, simulators have made huge 
strides over their ten years of existence, con- 
ceptually they haven’t budged. With the 
commercial software houses starting to fly in 
loops, it’s refreshing to sec a new entry from 
the shareware sector. Corncob 3-D: The Other 
Worlds Campaign, putting a new spin on the 
genre. 

Weird War II 

Gamers who remember DC Comics’ old 
Weird War title will feel a bit of deja vu. In 
Corncob 3D, the past as we know it never took 
place. WWII never happened. Instead, aliens 
swept down on the Earth in 1 938 and rapidly 
began setting up bases. After a fierce war, 
mankind liberated the earth. Though win- 
ning a brief respite, humanity realized chat 
total victory could only come by ridding the 
cosmos of the alien scourge. Now, the player 
cakes the fight to the enemy on many differ- 
ent planets, flying wildly modified “Corn- 
cobs” (an old nickname for the Vought 
F-4U1 Corsair of WWII fame) and experi- 
mental Stealth Fighters against incredible 
odds and superior technology. 

Virtually Unique 

The term “virtual reality” has been abused 
like nothing else in computer entertainment. 
However, Corncob 3D AcWvdts one of the best 
attempts at a VR-like “living environment” 
in a flight sim so far. In the Corncob 3D 
universe, destroying the enemy is all that 
counts. Rarely is there a required sequence, 
order, or technique to winning. Kamikaze 
attacks, dashing around on foot to place 


satchel charges, calling in and protecting res- 
cue vans, leaping from structure to structure, 
and even destroying friendly buildings are all 
possibilities in any mi.ssion, at any time. To- 
tal, virtual, freedom is perhaps the greatest 
strength of this game. Landing a chewed-up 
plane, climbing into another, and taking the 
fight right back to an enemy that doesn’t 
magically regenerate provides a “suspension 
of disbelief’ that few titles can approach. 

The filled-polygon graphics of Corncob 3D 
are rendered in 1 6-color VGA. Despite the 
limited palette, the animation is smooth as a 
soft-serve cone, and the effects simulating flak 
and secondary explosions may be the best I’ve 
seen. The outside world is displayed via the 
traditional external cockpit views, which are 
animated to simulate actual head-turning. A 
rear-view mirror is continuously displayed, 
making it easier to avoid the guided missiles 
and view the effects of a bombing run. An 
overhead “radar” view is also provided, giving 
the player a 360-dcgree perspective on the 
aircraft. 

While Corncob 3D has been released in 
smaller versions, the “Other Worlds Cam- 
paign” has 130 forays and a mission-building 
utility. There’s also a “Secret M ission” for the 
truly determined player. The challenges of 
the numerous theaters of conflict range from 
the very easy to the astonishingly difficult. 
The different atmospheres and gravities of 
each planet require players to constantly alter 
their tactics. Though the number of enemy 
types is somewhat limited, the incredible va- 
riety of emplacements repeatedly calls for new 
tricks and fancy flying. 

Even the best sim jocks 
could spend weeks finish- 
ing the entire campaign. 

At first glance, the small 
roster of targets might 
seem unimpressive. How- 
ever, the game uses clever 
mixes of target types and 
qualities to challenge the 


player. The static targets consist of fuel 
dumps, antenna arrays, construction facili- 
ties, and generator orbs that power various 
defensive force fields. While some players 
might consider these targets easy pickings, 
there are insidious booby-traps just waiting to 
snare the unwary pilot. The active enemies 
range from three-wheeled ground transports, 



to flying saucers, guided missiles, and the 
aliens themselves. The formidable anti-air- 
craft defenses include invulnerable barrage 
balloons, flying debris called “bee swarms,” 
articulating cannon turrets, mortars used to 
deny low-altitude approaches, and the per- 
sistent guided missiles. The quality and le- 
thality of the alien devices is indicated by a 
variety of colors. For instance, a brown object 
isn’t much of a threat, but bright white ob- 
jects are simply bad juju. Despite the over- 
whelming superiority of the alien forces, a 
clever pilot can use the eager enemy’s 
strengths to advantage. Nearly everything can 
be destroyed, and it doesn’t matter whose 
weapon does the damage. 


Corncob 3-D: The Other Worlds Campaign 


ri 1 tt; Corncob 3-D; The Other Worlds Campaign 

PRICE: $23 

SYSTEM: IBM 

REQUIREMENTS: 286-1 2MHz, VGA graphics, 

2MB hard drive space 
PROTECTION; None 

DESIGNER: Kevin Slokes of Pie in lire Sky Prodiirilons 

PUBLISHER: MVP Software, 

Grand Rapids, Ml 
(800) 968-9684 


Pa^c HO 


Computer Gomii)}’ World 
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Coming soon from Mindcraft. 
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Corncob 3D K not designed to appease clio.sc 
gamers who demand the utmost in realism. 
While both the easy and advanced Hight 
models are smooth and believable, many 
technical details have been omitted (landing 
gear, for instance). Designer Kevin Stokes 
explained that the main effort behind Cor)i- 
cob 3D was to make it challenging yet enjoy- 
able for casual PC gamers. Effectively 
unlimited ammunition, forgiving flight char- 
acteristics, rechargeable rocket boosters, rapid 
repair, and even the ability to remotely con- 
trol the plane after bailing out makes Corncob 
3D patently unrealistic, but lots of fun! 

With a $2000 486 system required to truly 
enjoy most of today’s flight sims, those with 
lower-end machines arc getting the luz/.y end 
of the lollipop. If the cause of the lower-end 
machine could have a champion today, Cor//- 
cob 3D\\o\i\(\ be it. While it doesn’t run with 
quite the smoothness of a higher-end system, 
it’s still an enjoyable game on a 286 or 386SX. 

There are many other minor features built 
into Corncob 3D, ranging from comprehen- 
sive intelligence reports, time compression, 
teleport portals, a “boss” screen, sound editor, 
map mode, congratulatoiy sequences and 
others. They all contribute to a good game. 
Even so, there arc some limitations and over- 
sights that could be corrected to improve the 
quality of play. 


Causes For Grounding 

Perhaps the greatest weakness of Corncob 
3D is the total lack of terrain features. Each 
planet is, for all practical purposes, a big pool 
table rife with bad guys. While this keeps the 
game running smoothly on lower-end ma- 
chines, the flat landscape is a step backwards 



for those of us spoiled by Falcon 3.0 and 
Comanche: Maximum Overkill. With much 
of the game spent skimming the ground to 
avoid cannon fire, the absence of terrain fea- 
tures detracts from the experience. 


The mission builder is powerful, but it’s 
certainly nor easy or intuitive to use. Gamers 
without programming experience will prob- 
ably find designing scenarios for Corncob 3D 
to be very tedious. Fortunately, the missions 
available on-disk offer plenty of variety and 
challenge. 


Steely-eyed dogfighters might be dismayed 


to find that Corncob 3D doesn’t offer any- 
thing resetnbling the air-to-air combat of 
other flight sims. Since the only aerial oppo- 
nents are the erratically-maneuvering flying 
saucers, “turning and burning” doesn’t hap- 
pen. 

While most of the simulator industr)' is 
embracing numerous control options such as 
the Thrustmaster accessories, Corncob 3D has 
no provisions for anything ocher chan a single 
joystick and keyboard control, Phis omission 
becomes significant when trying to land a 
badly damaged plane under the advanced 
flight mode option, or in the heat of battle 
when many actions need to be taken quickly. 
Hopefully, any future version of Corncob 3D 
will make allowances for alternate control 
options. 

Share And Enjoy 

Those who think of shareware games as 
second-string entertainment will be pleas- 
antly surprised with Corncob 3D. d'his game 
is intelligently designed, easy to learn and just 
plain fun. While it lacks some of the chrome 
and graphic “wow-power” of high-dollar ti- 
tles, Corncob 3D offers some new ideas that 
will certainly be seen in future games. If some 
sort of price/challenge/fun formula was de- 
veloped to measure the worth of today’s 
games. Corncob 3D coxAA stand nose cone-to- 
nose cone with any flight simulator out there. 

CGW 



WEPAYCASHFORUSH)IBMGAM£S 

ako Nintendo, Super Nintendo, and Sega Geness 


We want your current used games* 

1 - 800 - 377-8578 

call for authorization before shipping 


WE SELL USED GAMES 

I, Nintendo, Super Nintendo, Sega Genesis 
II games are tested 8, IBM disks virus checked 
Call for current title availibility . 



WE ACCEPT 
ViSA/MasterCard 
Most items shipped same day. S5 UPS/S7 2nd Day Air 



'Games must be complele with all disks & printed materials and in the 
original box. Incomplete gomes will be returned at your expense. 

GAMER'S GOLD • 1008 W. 41st Street • Sioux Falls • South Dakota • 57105 


Circle Reader Service ft 62 


THE ULTIMATE ROLE-PLAYING AID 

Introducing The Ultimate Character Editor. This exciting new product features full 
mouse and keyboard support, online context sensitive helpand a completewindowing 
system (does not require MS Windows to run). This editor allows you to edit 30 of the 
games listed below (including Might and Magic 1 -4, Ultima4-7. all SSI AD&D games, 
Bard's Tale 1*3, Wizardry 6-7 and more). The price for this editor is $59.95. So, for 
the price of 3 editors, you will be getting 30 editors. Upgrades will be available to 
handle new games as they are released for only $9.95 per game, 

• CHARACTER EDITORS ■ $19.95 each 

Might and Magic (1,2,3, 4 or 5), Pool of Radiance, Hard Nova, Bard's Tale (1, 2 or 
3), Wasteland, Dragon Wars, Space Rogue, Wizardry (Edits 1-3), Wizardry 4, 
Wizardry 5, Bane of Cosmic Forge, Crusaders of the Dark Savant, T reasurers of the 
Savage Frontier, Sentinel Worlds I, Knights of Legend, Secret of the Silver Blades, 
Curse of the Azure Bonds, Champions of Kiynn, Space 1 889, Drakkhen, Keys to 
Maramon, MegaTraveller (1 or 2), Keef the Thief, Darklands, Escape from Hell, 
Ultima (3, 4, 5, 6, 7 or 7 pt. 2), Savage Empire, Dark Heart of Uukrul, Tunnels and 
Trolls, Lord of the Rings (1 or 2), Countdown to Doomsday, Eye of the Beholder (1 , 
2 or 3), Darklands, Death Knights of Krynn, Fountain of Dreams, Magic Candle (1 , 
2 or 3), Pools of Darkness, Ultima Underworld (1 or 2), Twilight 2000, Planets' Edge, 
Dark Queen of Krynn, Prophecy of theShadow, Martian Dreams, Realms of Arkania 

• HINT BOOKS - $9.95 each except where noted 

Might and Magic 1 , Knights of Legend, Curse of the Azure Bonds, Champions of 
Krynn, Legacy of Ancients, Dark Heart of Uukrul, Wizardry (1 , 2, i 4, 5, Bane or 
Crusaders ($12.95)), Eye d the Beholder 2, Might and Magic 3 ($1Z95). 


IBM listed. Apple and C64 versions a/so available. 



Please add $4.00 for shipping and handling. 



Open from 9 AM - 9 PM every day for your convenience. 



GOSSELIN COMPUTER CONSULTANTS 

P.O.Box 10B3 • Brighton. Ml 481 16 • (313)229-2453 
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IF I Hod n Hammer... 

Building Your Own Games With Shareware Toois 

by Chuck Miller 


U nless you’ve been initiated into the 
mystic cabala of computer program- 
ming or have invested mega-bucks in 
software development tools, game design has 
been out of your reach. Game construction 
kits have appeared in various forms over the 
years, but all, with the possible exception ot 
SSI’s recent Unlimited Adventures, have met 
with little success: either they are too difficult 
to use or they do not oiTer enough power to 
create anything resembling an interesting 
game. Fortunately, there are always excep- 
tions. The exceptions in this case are two 
popular and powerful game creation systems 
chat have cropped up among the grassy roots 
of the shareware realm. 

Adventures By Number 

Adventure Game Toolkit from Soft>vorks 
and DC Games^xora DC Software are rwo of 
the leading shareware gaming construction 
kits. They both allow the non-programmer to 
create computer games, though they ap- 
proach the task from different angles. 

7'he Adventure Game Toolkit (AGT) is pri- 
marily a text adventure construction kit, 
available in one of c\vo versions: the Classic 
Edition and the Master’s Edition. The Classic 
Editiotj has been available for six years, under- 
going a constant process of refinement, It is 
relatively simple to use, requires no program- 
ming knowledge, and has a very dedicated 
following of designers and players. Hundreds 
of games have already been created with 
AGT, many still available on most major 
networks. Versions of this edition are avail- 
able for MS-DOS, Macintosh, Amiga and 
Atari ST computers, and adventures created 
on one of these systems can be easily re-com- 
piled for use on any of the others. A modest 
shareware fee of $20 is required. 

Those desiring more substantial creative 
options may be interested in the Master’s 
Edition oi AGT. Available only for MS-DOS 
machines at present (though compatible with 
all games developed for the Classic Edition), 
this version gives game designers the power 
to create larger games than previously al- 
lowed, includes graphics (EGAor VGA), Ad- 
Lib and Sound Blaster music and sound 
effects, special fonts, pop-up hints, a custom- 
ized interface and menu-driven player input. 
F'or $50, the Master's Edition offers the game 
author more power and creative options. As- 
piring designers with a yen for adventure 
games in the classical mode should contact: 


Softworks, 4.3064 Via Moraga, Mission San 
Jose, CA 94539. Orders can be placed by 
phone using MasterCard or VISA at (510) 
659-0533, 9:00am to 5:00pm PST only, 
Monday - Thursday, Saturday and Sunday. 

Fans of the early Ultbna games should take 
a look at DC Software’s game building sys- 
tem, DC Games (DC). With it, gamers can 
build graphic adventure or role-playing 
games similar in form and function to Ultima 
I [TV. While more difficult to use than AGT, 
it also allows the creation of more graphically 
pleasing productions (the reverse of AGT, 
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DC Gomes 


texrual richness is DCs weak spot). Support 
is provided for extensive worlds, over 500 
objects and characters per world, virtual 
memory and VGA graphics (SVGA support 
will be available shortly). Also supported arc 
Sound Blaster’s voice, music and text-to- 
speech drivers. 

DC has gathered a faithful band of irsers 
around its banner and is being continually 
refined to meet their needs. Future versions 
will support SVGA graphics, .GIF and .LBM 
graphic flics, and tkua compression. If you 
would like to tiy your hand at developing an 
RPG in a style reminiscent of the earlier 
Ultima titles, DC may take the route to take. 
For a moderate registration fee of $40, plus 
$5 shipping and handling, you can skip the 
night school programming class and “create 
worlds” of your own. Registration should be 
sent to: DC Software, P.O. Box 866771, 
Plano, I’X 75086-6771. 

While neither of these construction kits will 
enable the fledgling designer to create an 
Ultima V7/-or Lands of Lore-svf\c game, they 
will provide the opportunity to learn the ba- 
sics of successful design and create an original 
quest. If you want to get your feet wet, they 
provide safe wading pools. 


Puzzled Expressions 

With the remainder of this column we’ll 
look at several puzzle games that have drifted 
across my desk. These games are Boogie De- 
luxe (a Boggle clone), Trio (a Solitaire card 
game) and Puzzle Pits (a logic puzzler), and 
they are addictive. You have been warned. 

Those familiar with the classic word game 
Boggle will know exactly how to play Sea- 
board Software’s Boogie Deluxe, a game of 
word construction against the clock. While 
the “trial version” is rather limited in play 
value (only four unique games are available) 
and soon becomes repetitious, it oRers 
enough play for one to decide if he or she 
wishes to put up cash for the registered ver- 
sion. 

As expected, play is similar to the original 
table version of Boggle, the goal being to 
“discover” as many words as possible within 
the set time limit. These words are con- 
structed by connecting letters vertically, hori- 
zontally and diagonally and must be at least 
three letters, but no more than 18 letters in 
length. Each letter can only be used once per 
word. 

Boogie Deluxe, however, does the old 
standby one better by allowing the player to 
adjust certain features. Grid size can be tog- 
gled between four-by-four and five-by-five 
squares, the time limit may be set from one 
to five minutes, and opponent skill can be 
selected from average, smart or genius. Being 
a relatively competent Boggle fixeyex, I easily 
beat the computer opponent on the lower 
two levels, though it severely trounced me at 
genius level. Most players will find a “smart” 
opponent challenging competition. 

The only major drawback is the $30 regis- 
tration fee — steep for what the game offers. 
Though the VGA graphics are pleasant 
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From NovaLogic^”, ^6 creators 


ofWOLFPACK™. 



COMANCHETM[^MUrvi.QVEm <jlU» i s 
the promise u I at i off t'ct ioiulome 

true! You comtflKhe ultimate in 21st 
Century Attack Keiicopters • the Boeing 
Sikorsky RAH-66 Comanche, not just over, 
but in and around ultra-realistic 3-D 
terrain. Can it be true? Absolutely! 
Thanks to NovaLogic's radical new 
simulation environment VOXEL SPACE™, 
which produces graphics 500 times more 
dera/Vedthan any of those tired old 
polygon graphic games. You'll dive from 
mountain peaks, dart through winding 
canyons, and roar through pulse-pounding 
combat in slunnin 




enough, there is no music or sound efFects, 
not even that of the letter blocks falling into 
place. Still, Boogie Deluxe is a good game, 
offering ^o^/efans a capable computer trans- 
lation of this “wordy” favorite. Registrations 
should be directed to: Seaboard Software, 
302 North Jefferson Street, Arlington, VA 
22203-1200 in U.S. funds, check or money 
order only. 



Trio 


Trio, a one-player card game from Toren- 
soft Consulting, challenges the gamer to 
match groups of three cards comprised of 
symbols (circles, ovals and squares), colors 
(red, blue and green) and shadings (solid, 
striped and hollow) out of a hand or 1 2 cards 
from a deck of 81 cards (a short game of 24 
cards, and a half game of 4S cards are also 
available). However, locating trios is not al- 
ways clear cut. To form a trio, each attribute 
must be the same or different on each of the 
three cards. For example, one trio could be 
comprised of one each red, blue and green 
solid square. Thus, while shape and shading 
are the same, colors are different. Another trio 
might be made up of a red hollow oval, two 
green solid squares and three blue shaded 
circles. In this case, the shape, color and shad- 
ing of each card is different. Scoring is based 
on the total number of correct trios located 
and the time it takes to complete each game. 
On-line hints are available, though their use 
will hurt the player’s score. 

Though Trio is a simple game with a simple 
presention (it has no sound or fancy graph- 
ics), it is a fun and addictive diversion. Those 
wanting to sharpen their logic skills should 
give it a tiy. For a modest $10 U.S. ($12 
Canadian), the player gains the registered 
version and the next release. Trio PDiel. Reg- 
istration should be sent to: Torensoft Con- 
sulting, 475 Elgin Street, Suite 1007, Ottawa, 
Ontario K2P 2E6, Canada. 

The third game. Puzzle Pits, is an Amiga 
game by Spartan Design. It could be de- 
scribed as a derivation of the old sliding- 
square puzzle, where the baffled player had to 
arranged numbered tiles in sequence. 
Though timed, the emphasis is clearly upon 
thinking one’s way through each puzzle. 

Puzzle Pits is comprised of 30 levels (addi- 
tional levels are available) and is set in the 


context of a quest to rescue the player’s broth- 
ers from the evil Dulak, a wizard who has 
turned them into scone. Apart from the con- 
trived fiction. Puzzle Pits is basically a series 
of logic puzzles in which the player must 
move barrels onto colored squares without 
blocking him or herself from future moves. 
Objects such as crates also need to be pushed 
out of the way, while gems possessing magical 
properties must be found. 

In addition to the game itself. Puzzle Pits 
includes a level editor and a simple program- 
ming language to design one’s own levels. A 
stock Amiga with 512Kis required, though 
1MB of I^M is recommended to enjoy the 
game to its fullest (and hear the music and 
sounds provided). To register and receive the 
complete version with 30 levels, send $ 1 0.00 
(in U.S. funds drawn on a U.S. bank) to: Abe 
Pralle, P.O. Box 2059, Chinie, AZ 86503- 

Once again, this concludes our look at 
shareware cities. Games reviewed in this col- 
umn are available through numerous dis- 
tributors of shareware and public domain 
software, as well as on many national and 
private on-line networks. Ifyou do not have 
access to these networks, you can usually 
write or call the game developer for an evalu- 
ation copy. And remember, if you find a 
shareware program enjoyable, please register 



Puzzle Pits 


it with the author. Until next time, great 
gaming! 

Send Us Your Best 

If you have authored a shareware or public 
domain game for MS-DOS compatible, 
Macintosh or Amiga computers and would 
like to have it considered for review in this 
column, please send two complete copies 
(preferably on 3-5" disks) with documenta- 
tion and a cover letter to: 

Best of the Rest 
Computer Gaming World 
130 Chaparral Court, Suite 260 
Anaheim Hills, CA 92808. cgw 



AND TW NOTTO ENTER THE WRDNQ CCPY 

PPDTECTION CODE." 
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Computer Gainiiift World 



USER-GUIDED MISSILES TK&T 
GAN PINPOINT 
A WINDOW. A 
lO-TON BOMB 
LOAD THAT CAN 
LEVEL A TOWN. 

MAYBE THE BRITISH AREN T SO 
CIVILIZED AFTER ALL. 



The Tornado. The plajie that shredded runways 
and totaled buildings during the Gulf War. The plane 
that can scan the 
terrain ahead and 
automatically hug 
eveiy hiU and val- 
ley at just 200 
feet. And the plane 
with wings that 

Come in low and faet, and you can actually see SWeep f OFWard tO 
the cables In the bridge you're about to raze. ma.TIPnVRr 

through tight bombing runs and sweep back 
to outrace even the fastest fighters. 

Now you can climb into Britain’s hottest 
plane without joining the RAP. With 
Tornado, the flight sim from Digital 


Integration and Spectrum HoloByte, you’ll sit 
in a cockpit where the analog dials actually work. 
You’ll operate the Thermal 
Imaging And Laser Desig- 
nation (TIALD) system 
which zooms in on targets 
as small as the turret of a 
tank from as high as 
20,000 feet. And you’ll 
even control a squadron with 
a mission planner so 
accurate it’s used to 
train real Tornado pilots in the RAF. 

Ply this devastating aircraft once, 
and you’ll be glad the British 
are on our side. 




Pnniisiigi if 

Spectrum HoloByte 



For VlsayMasterCard orders call 24 hours a day, 7 days a week; (800) 698-GAME. Bbrteclmical questions call (510) 522-1164 (M-F: 9pm-5pm Padflc Time). 
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■95 IWACH- NIHETY FEET ABOVE 


Tl 

THE BRBUHD 

L BBTH ! 

SIRES 

RYINB TB SHBBT HUB BBWN. 

WBUHBEB IN THE ARIH. 1 

KAPITAN 

AlEXANBER ZUYEV BUIBEn HIS 


■919-29 TO FBEEDDM 
lEFT-HANOEB- C0U1,0 YOU? 


On May 20, 1989 MiG-29 pilot 
Alexander 
Zuyev began 


The pilot viiho xvrote 
the book o?V%c MiG-29, 
Alexandet^^ev, tells 


a desperate 
plan to steal 
the Soviet 



Turkish air defenses to land safe- 
ly on a civilian airfield in lUrkey. 


froid'Wo'nwr Books. 

Union’s most advanced combat 
aircraft and fly it to political 
asylum. ^ 



THE FINEST TECHNOLOGY 
RUBLES CAN BUY 
The plane he flew is the MiG- 
29 Fulcrum, the crown- 
ing achievement of 
Soviet aeronautics. 

Now, with 


NOTHING WAS LOST IN THE 
TRANSLATION 
The flight model was pat- 
terned after actual Mikoyan- 
Gurevich (MiG) design specs. 


So you can be 
every system 
control is 

ingly > 

all 


sure that 
and every 
painstak- 
accurate, 
the way 


Shot in a life 
and death struggle with the sen- 
try, Zuyev managed to take off. 
Then, flying dangerously low to 
avoid radar, he eluded pursuing 
fighters and deadly Soviet and 


MiG-29: Deadly Adversary of 
Falcon S.0f Spectrum HoloByte’s 
add-on to Falcon^ 3.0, you can 
climb into the cockpit of the 
F-16’s nemesis. 


down to 
the Russian-accented 
cockpit warnings. 


IT’LL TEST YOUR SKILL 
AND YOUR PATRIOTISM 
Unlike the F-16, the MiG-29 
isn’t a fly-by-wire aircraft, so a 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME. 
Fbr technical questions call (510) 522-1164 (M-F: 9AM-5PM Pacific Time). 
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computer never 
limits your con- 
trol inputs, 
inspired or 
Its twin Isotov RD-33 
engines produce 36,600 
lbs. of thrust, to the F-16’s 
25,000. And superb aero- 
dynamics make it control- 
lable at low speeds and 
high angles of attack that 
would have enemy pilots 


The most fear- 
some opponent 
is a human 
one. With 
EBS,uptosix 
players can go 
head-to-head. 


SPECTRUM 



HOLOBYTE 


fight- 
ing to 
avoid 
a spin. 


THEY WON’T EVEN 
KNOW WHAT HIT THEM 
Your MiG’s IRST (Infrared 
Search and Track) system 
can track an F-16 without 
revealing your presence on 
his threat display. So you can 
get on his six o’clock before 
he even knows you’re there. 
Once in range, you’ll be able 
to lock on to the Fblcon just 
— • by turning to look at him 
K withtheMiG-29’shelmet 



Next time you have an F-16 
glued to your tail, try the 
MiG-29 ’s “Cobra'' 
maneuver. 


2) Your 
airspeed 
drops rapidly; 
the F-16 zooms 
past. 

THE 

ELECTRONIC 
BATTLEFIELD SERIES: 

THE ULTIMATE 
CYBER-BATTLEFIELD 
EBS is the first series of inter- 
connecting simulations. Each 
title works with the others to 
bring you closer to the real thing 


Now you can choose from multiple 

aircraft, multiple theaters, even 

which side of the conflict to fight 

on. And you can ■VYmiahniptLy 
pitch the nose 

go head-to-head backtoievel 

, flight. Now 

over a modem or you’re on his 

with up to six 

score to 
^ settle. 


players over a 
network. It all 
begins when you add 
on MiG-29 to Falcon 3.0. 

Anything more realistic 
wouldn’t be a simulation. 



iJXk 



Choose your weapon. 
The Falcon is lethal at 
j long distances. The 
Fulcrum, deadly close- 
in. Noiv you can fly for 
either side. 



MiG-29 add-oji requires Falcon® 3.0. Available onIBM compatibles. 


mounted sight. Then call 
“pusk” (launch) as you fire 
missiles or “ogon” (firing) as 
you ventilate him with your 
computer-accurate 30mm 


Spectrum HoloByte 


S^ALCON 


^■..Ct>N.V) 




gun. Either way, his plane will 
make a satisfying crunch 
when it hits the ground. 


ELECTBDIilC BAmEHElD SERIES 

The fight of your life. 





Outlandish Tales and Fascinating Sights from Gen Con ’93 


T o che right of the main entrance sits a 
classic black hearse. Standing beside it 
is a caped Old World noble, draped in 
black and adorned with both sideburns wor- 
thy of Elvis and a pallor that would befit Bela 
Lugosi. He admires his oversized canine teeth 
in the reflection of the hearse’s window and, 
literally, vamps for anyone passing by. 

Ten feet away the huge TSR castle that has 
dominated the exhibit hall for two straight 
conventions has sprouted a minor outpost in 
front of its main entrance. 1 here, CapCom 
has prototypes of their new Dungeons CS' 
Dragons coin-op game. The game features 
large figures n la Golden Axe, but has enough 
buttons to allow gamers to use special attacks 
and spells according to their D&D character 
class. 



A squad of editorial yahoos (I to r, Mike 
Weksler, Alan Enirich, Johnny Wilson) 
holds down the CCW lorl. 

A Klingon guard escorts a prisoner past the 
front of the castle, herding her human charge 
through the crowd toward the detention fa- 
cility. Ever mercenary, the Klingon service 
personnel have managed to get gamers to 
spend money to have their friends “arrested.” 
Fortunately, all such funds will go to charity 
at the close of the convention. 

Such, along with numerous rooms full of 
tournaments, open gaming sessions, lused 
game auctions, seminars and film festivals, are 
the sights and sounds of the annual Gen Con 
Gaming Convention held in Milwaukee, WI. 
Thousands of gamers come from all over the 


U.S. and Canada to check out the latest games 
and try their skills against other players. 

Who’s Who In Computer 
Entertainment? 

The computer game industry is becoming 
more and more of a pre.sence at gaming con- 
ventions. Even software publishers who 
choose not to exhibit or .sell at the convention 
have representatives present to scout the new 
boardgame and role-playing designs that are 
launched there. In addition, Strategic Simu- 
lations, Inc., Westwood Studios, The 
Avalon Hill Game Company, GEnie, MPG- 
Net, Data East, Sega, Hero Software, 
Thrustniaster, Virtual World Entertain- 
ment {BntdeTech Center) and Dream Park (a 
virtual reality company) exhibited at the con- 
vention. Computer Caniing World also of- 
fered its usual seminar, bur more on that later. 

The SSI booth was packed with gamers 
who lined up around a bank of computers 
and avidly played a pre-release version of the 
long-awaited Dark Sun CRPG. SSI was tak- 
ing advance orders for a deluxe edition and 
doing quite well. Event Horizons (now 
DreamForge Software) was demonstrating 
their Dungeon game at the booth. It is 
a 7?q(;^«e-like CRPG that is infinitely replay- 
able since it creates random dungeons for 
gamers to explore. Of course, the new game 
that really had gamers oohing and aahing was 
DreamForge’s upcoming Ravenlofi for 
SSI. d'his is a 3-D, first-person scroller based 
on the exploits of ultimate baddie, Strad the 
Vampire. 

Aaron Powell, leader of the Dune //design 
team, was both selling the current hit and 
talking about the new incarnation of the sys- 
tem at the Westwood Studios booth. As re- 
ported in an earlier “Rumor Bag,” the new 
game will get away from the Dune license 
(mostly because the programmers are tired of 
sand) and feature new terrain and enemies. It 
also looks like the design team is serious about 
doing a inulti-player version of the popular 
game, but details are yet to be determined. 


The Avalon Hill Game Company was 
sporting a brand new image with regard to 
computer games. With Atomic Games (de- 
velopers of Three-Sixty’s V for Victory stnts) 
signed to develop Squad Leader the com- 
puter and a new IBM version of Third Reich 
well on its way, the company is making a 
serious commitment to computer games. In 
fact, we are told that some of the new in- 
house programmers are nor only long-time 
boardgamers, but experienced military simu- 
lation programmers. This bodes very well for 
Avalon Hill. 



Sega's Shodawrun role-playing game for the 
Genesis mixes cyberpunk and fantasy. 


At the MPG-Net booth, gamers were dis- 
covering the Kingdom of Drakkar mu\x\f[aye.r 
RPG. In Drakkar, gamers traverse a beauti- 
fully rendered world and run into real char- 
acters as well as computer controlled ones. 

One of the great delights of Gen Con is 
running into some of the follcs you’ve already 
met on-line as various characters in an on-line 
game. This year was no exception. Although 
we didn’t manage to meet any of the charac- 
ters in our guild, we did meet some from 
other groups. 

Other gamers were being introduced to the 
fastest way to play Empire Builder (on-line 
with MPG-Net) and the network’s newest 
game. Operation Market-Garden. 1 n addition, 
the nenvork is expected to unveil a new title 
at this year’s Fall Comdex. 
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Kesmai uses Thrustmaster cockpits to lake 
players for a spin in their SVGA Air Wnrrior. 


Sega and Data East had game consoles set 
up in the FASA booth, home of a large mini- 
ature city that had suffered so much entropic 
decay that it was immediately recognizable as 
a setting for their Shadowrun role-playing 
game. Shadownm is a mixture of cybcrpunlc 
and fantasy that is tremendously successful 
among the Dark Future set. Both Data East 
and Sega have built products based on the 
Shadowrun universe. Data East’s SNES game 
allows gamers to play a street samurai and 
traverse the city in top-down mode as in any 
action game. Sega’s Shadowrun game for the 
Genesis has lots more role-playing elements 
and, in spite of the real-time combat, should 
have plenty of depth and appeal for tradi- 
tional role-players. The skills definitely mean 
something in the Sega game and players can 
observe their character’s improvement in 
each area. We were also impressed with the 
patron-based missions and some of the open- 
ended opportunities for exploration. 

Speaking of role-playing, the Hero Soft- 
ware booth was located directly across the 
aisle from the Hero Games booth. Naturally, 
the software booth featured demonstrations 
of the new HeroMakerc\'\:iX^cx.cr generator for 
the role-playing system {see “Tak- 

ing A Peek” in this issue). 

The GEnie booth featured representatives 
from both Simutronics and Kesmai. Again, 
it was interesting to meet some of the real 
people behind the characters one battles, co- 
operates with, or woos in the on-line cyburbs 
of Gemstone III, CyberStrike, Multi-Player 
BattleTech, Federation //and SVGA Air War- 
rior. New Games Manager Bruce Milligan, 
an experienced designer lor both Avalon Hill 
and MicroProse, told CG’U^that the network 
version of Harpoon was rounding the last 
curve and heading for beta testing and that 
on-line MegaTraveller shouldn’t be too far 
behind, Meanwhile, he expressed his desire to 
develop a more significant on-line Diplomacy 
community on GEnie. 

Meanwhile, Kesmai was using Thrustmas- 
ter cockpits to demonstrate the improved 
graphics for their SVGA Air Warrior game. 
Although they readily admitted that the mod- 
ern cockpits might be stretching the envelope 
of suspended disbelief when gamers were flying 
in Spitfires and Mustangs, they were justifiably 
proud of some of the smoother curves and more 
authentic look of the planes. 


Virtual reality was present in three modes. 
Virtual World Entertainment had several 
BattleTech cockpits set up in the computer 
gaming room for the enjoyment of would-be 
’mcch pilots. The set-up was essentially the 
same as in a BattleTech Center. 

Dream Park had some new ideas for VR 
games with cruder graphics. In one, the player 
is trapped in a virtual spaceship and must 
escape before the time runs out. There were 
also Dactyl TerrorVK games in the computer 
room. 

Finally, Simutronics was demonstrating 
the VR version of CyberStrike in the GEnie 
booth. David Whatley had a prototype of 
their VR goggles which are designed for home 
use. The beauty of this approach is that one 
can play against CyberStrikep\:iyQ.rs,o\\ GEnie 
that do nor have the goggles. So, Simutronics 
doesn’t have to program an entirely new game 
in order for VR aficionados to enjoy their 
goggles. The VR players get to play in a 
virtual world, while the 2-D players get the 
same quality game that has alre.ady garnered 
CGW\ On-Line Game of the Year award for 
1993. 


Editorial Response 

CGW'% Johnny Wilson and Alan Emrich 
hosted the seminar on the future of computer 
games for the second year in a row at Gen 
Con. The duo concocted a bogus debate to 
introduce trendy topics in the world of com- 
puter games, trying to draw the audience into 
the discussion. Some said the presentation 
resembled Phil Donahue meeting Rush Lim- 
baugh, but others said that the two hour 
program touched all the bases. This year, 
Wilson contended that the digital highway of 
interactive television would benefit even 
hardcore gamers, and Emrich suggested that 
the trend of developing for the mass media 
would steal the software industiy’s soul. 

The bottom line, ofcourse, is that everyone 



CGW's editor is arrested by Klingons. The 
charges: assault with a deadly pun and failure 
to pay taxes on his 25-cent words. 


seemed to have fun at Gen Con and that 
many of us left better informed (and with lots 
of new game goodies) and delightfully tired. 
Gaming conventions put the human factor 
back into gaming, and we particularly love 
meeting the folks who read our magazine. See 
ya’ next year at Origins ’94 in San Jose, cew 


Hard Drive Special 


Seagate 

130meg drive 

$197 

Conner 

170meg drive 

$206 

Seagate 

261meg drive 

$260 

Samsung 

252meg drive 

$241 

Seagate 

341 meg drive 

$341 

Western Digital 340meg 

$348 


Motlier Boards 

486/33 Vesa 128k Cache $462 
386/40 128k Cache $151 

Sound & Video Cards 

Sound Blaster Mono $97 
Sound Blaster Pro DX $146 
Sound Blaster 16 $195 
Video Blaster $398 

CD-ROM Systems 

SB CD-ROM Upgrade $361 
SB MultiMedia Upgrade Kit $723 
Aztec CD-ROM 16blt Kit $543 
CD-ROM 16bit Business Kit $511 
Sound Galaxy 46 CD-ROM Kit $443 

Tape Backup 

Colorado Jumbo 250 $206 

Software and other Hardware 
Large Inventory 
Order Toll-Free 
Computer System Solutions 

1 - 800 - 666-5590 
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‘ In London * 


BASKO ON UUAM STOKER'S ORIGINAL NOVEL 


For IVindows. Excellent graphics, interface, sounds! 


Count Dracula is somewhere in London. Useyour wits tol 

track do^vn the bloodthirsty vampire and put an end to his I 
evil menace. Assume the role of Prof. Van Helsing, thel 
renowned metaphysician or Mina Marker, the aLuringl 
young schoolmistress. Learn the secrets of RenCeld, thel 
madmaa Explore haunted mansions and much 




S29 each. Mail clieck, cash or 



money order to: 




SDJ Enterprises, Inc. 


Windows 3.1 


1551 Fawn Valley Dr. 


VGA graphics 




386 or faster 






IJ14J (KveningsOnly) 


Easy to Install 

Not available in stores. Salls/acllonguaranleetl or your money back. 
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Pathway s Into Darkness 


B anshees and zombies and goo, oh my! 
Get back, Dorothy. The Wicked 
Witch of the West looks like Chiqiiita 
Banana next to these guys. Even Margaret 
Hamilton would be toast for a headless crea- 
ture chat shoots deadly green goo Irom its 
neck, much less zombies that throw femurs 
like Nolan Ryan throws the fastball. And 
there’s so many of them! 

If there’s a motto to Bungie Software’s 
visually beautiful new game for the Macin- 
tosh, Pathways Into Darkness, it would have 
to be, “So many monsters, so little time.” 
Before you can solve puzzles or move on to 
another level, there always seems to be at least 


one more creature to kill. And though the 
game features an incredibly fine graphic in- 
terface — more than faintly reminiscent of Id 
Software’s Wolfenstein 3D — and a wry sense 
of humor, getting past the early dangers to the 
actual game play can be tedious. 

The Game’s Afoot! 

In the jungles of Yucatan, at the site of an 
ancient meteorite crash, sits a pyramid. It 
houses a dark secret, one that could mean the 


ruin of Earth it.sclf: An ancient god is begin- 
ning to awaken, and it has an attitude. If not 
destroyed before it can come to full con- 
sciousness, humankind is doomed to a life of 
slavery, if not worse. 

As a member of the American Special 
Forces team, your mi.ssion is to take a tactical 
nuclear device into the bowels of the pyra- 
mid, set the timer, get out and then signal 
your pickup chopper with one of three radio 
beacons. Insertion day is Sunday; the team 
has until 1400 hours on Friday to detonate 
the nuke. After that, all is lost and you might 
as well sign up for your first class in Colloquial 
Zombie 101 . 

Unfortunately for you, the parachute drop 
is botched and you’re separated from the rest 
of the team, landing hard in the bush. Your 
M-16 didn’t land well, either; it looks like a 
steel noodle and you can’t find the ammo for 
your . 45 . The spare ammo, as well as the 
tac-nukc and radio beacons, are with the 
team. All you possess is a map, a fiashlight, a 
survival knife and your wits. As you arrive at 
the pyramid, you can tell that your fellow 
berets have been there before you. Now, all 
you have to do is find them. ’Fhe door is 
open.... 


If It Looks Like 
A Duck... 


Within the pyramid are crea- 
tures both fantastical and dan- 
gerous that must he overcome 
or avoided, 'i'here are also the 
remains of the poor souls who 
have gone before, most notably 
the mangled leftovers of some 
Nazi soldiers who tried to un- 


earth the pyramid’s secret for Hitler. 

'Fhough the action supposedly takes place 
in a pyramid in the Central American jungle, 
Pathways is a dungeon crawl, pure and sim- 
ple. It exhibits all the standard features of that 
genre, but has a tendency to get bogged down 
with an array of monsters that inusthe fought 
or avoided — mostly fought. Ail the creatures 


are highly aggressive and never wait for the 
player to attack first. If the player manages to 
elude a monster in the tunnels, it hangs 
around and may attack (read: “Probably will 
attack”) later on. With only a surs’ival knife 
for protection, things get hairy quickly. If one 
manages to successfully slice through the 


TITLE: P.ilhw.iys hilo fj.ukness 

PRICE: St.9.00 

SYSTEM; Mncinlosh 

REQUIREMENTS: 68020 pmci-isor, B-bil 2S<> color, 
2MB R^M, Syslwn 6,0.5 or liighor 
DESIGNER: |ason lories 

PUBLISHER: Bungie Softw.ire 

PO Box 7877 
Chicago, IL 60600-7877 
1312) ‘193-2840 
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waves of missile-throwing iiglies on the first 
level, there is the body of a Nazi soldier to 
search, and what a bonanza he is; he’s carrying 
a Walther P4 automatic pistol and several 
magazines of ammunition. Now the player 
can eliminate the Undeacl Threat in a more 
efficient fashion. 

Of course, one must become familiar with 
the weapon before one becomes really good 
with it. You can waste a lot of bullets that way, 
and every bullet you can lay your hands on 
won’t be enough, believe me. 

All The Old, Familiar Places. . . 

The bodies of previous explorers are part of 
the mystery, and there are a couple of puzzles 
that must be solved to win. The first usable 
object the savv)' player will locate is a yellow 
ciysral; this ciystal allows the bearer to actu- 
ally converse with the spirits of the departed, 
each ofwhom has at least one important piece 
of information to impart. One might look 
about for other useful crystals, as well. 

The problem, of course, is that each level 
must be cleared of nasties to get to the bodies; 
even then, there’s a tendency for them to 
climb out of the mortar work, literally. And, 
with boring regularity, each of the first few 
levels of the pyramid contains an ever-in- 
creasing number of beasts, until it’s easy to 
become overwhelmed by sheer numbers, re- 
gardless of the amount of ammunition avail- 
able. Since there are at most two rooms on 


CAPE COD CONNECTION 


YOUR SOURCE FOR 

Competitively priced used & new entertainment 
software. A Consignment Shop through which 
you can sell your used software • call 1-508-457- 
0738 for info or a used software for SALE listing! ^ 
Tabletop war & role playing games & sports apparel 
FIVE (5) years of good, reliable & honest 
customer service. 

S&H Hat $5 In conL U.S. Other areas adjusted according to 
actual weight. Defective replacement only; sales linal. 

Overseas dealers welcome! 

21 PLEASANT VIEW AVENUE a FALMOUTH, MA 02540 

24Hr Ordering 1-800-729-6733 
Info 1-508-457-0738 
Fax 1-508-457-4558 


each level where .saving the game 
is allowed (usually placed about 
as far from the entrance to that 
level as possible), the player 
spends a lot oi time looking at 
the same old walls. 

After a while, the tedium of 
constantly having saved games 
restored might make even the 
most hard-core (or -corps) 
gamer wish for a cheat sheet to 
the higher levels. With some 30 
levels in the game, getting past 
the 6th or 7th level can be a trial, 
even though that’s where the 
puzzles begin to take off and the 
game begins to be lun. 

The Macinterface Is A Maejoy 

The true strength oi this game lies in the 
graphic interface. It’s simple, elegant and easy 
CO use. Designer/programmerjason Jones ob- 
viously knows his wayaround Apple’s Macin- 
tosh Developer’s Toolkit, and graphics man 
Colin Brent has done an excellent job on the 
arc and graphic routines. Particularly well 
done are the dead bodies and the creatures; 



they’re so detailed, one can almost forgive 
that there are so darn many of them. 'I'he 
sound is also excellent, allowing configura- 
tion for either the one channel of the Mac’s 
built-in speaker, or three channel stereo 
played through external speakers. As the 
sounds of approaching monsters give the 
player advance warning, the game should be 
played with at least one-channel sound. 

The visual portion of the inter- 
face is a smooth-scrolling, 3-D 
point of view. Movement is ac- 
complished either with the 
mouse or with the keypad, at the 
player’s preference. Using the 
mouse to move is a bit cough to 
get used to; the keypad gives the 
player more control of facing, 
exact movements and combined 
movements, such as moving to 
the rear and right simultane- 
ously. This is important when it 
comes to combat, cither hand- 
to-hand or with a firearm; a bul- 
let or blade have to he very close 
CO dead-on to get results. 


Graphics resolution can be set at either high 
or low. The high resolution graphics are gor- 
geous, hut they do cause movement and com- 
bat to be slow and jerky. The low resolution 
graphics are equally as lovely as the high, and 
using low-res speeds up the game enor- 
mously. 

All The Old, Familiar Faces... 

You’ll want that speed when it comes to 
dodging creatures or objects thrown by them. 
There are specific commands to dodge left or 
right and, as the manual notes, practice early 
on with them can save a lot of restarts on the 
lower play levels. They arc less useful in the 
higher levels of the pyramid, however. The 
manual and accompanying release notes em- 
phasize the importance of dodging and the 
fact that dodging doesn’t work in corridors; 
unfortunately, most of the higher levels arc 
nothing but corridors or enclosed spaces chat 
make dodging difficult. Creatures can and do 
approach from all sides. Amazingly, there is 
no way to look directly to the rear; at more 
difficult levels, this makes it easy to get am- 
bushed from behind. 

Round Up The Usual Suspects 

In summaiy. Pathways a technically well- 
rendered product. It makes full use of the 
Macintosh and has a good sense of humor. 
However, it is somewhat weak on actual game 
play, especially in the lower levels. Players 
looking for depth and breadth early on could 
easily get frustrated with round after round of 
monster-bashing to reach the puzzles and 
endgame. Those looking for a simple product 
emphasizing hand-eye coordination and a 
sense ofhumor will enjoy Pathways', the initial 
promise ol rhc interlace kept this writer wisli- 
ing lor more game earlier on, however. To 
Bungie’s credit, chough, the game is honest 
and never pretends to be something it isn’t. 
Overall, a job worthy of a strong recommen- 
dation. CGW 
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Strategy 



A s the enemy's heavy cruiser closed on his 
ship. Captain Christoph de Coitr or- 
dered the hebnsinan to execute a Head 
Long Pass jnaneuver. 

"Set EBW to 100 percent. Set Auto EBW at 
range 300,000 kilometers. Execute!” 

The FW Dreadnought Lion Star targeted the 
enemy cruiser and began moving toward it. 
Captain de Cow continued. "Helm. Set position 
at 39,000 kilometers, 180 degrees. ” 

Within 300, 000 kilometers both ships opened 
fire, launching missiles and EBWs. As the Lion 
Star veered past, it inflicted heavy damage upon 
the enemy vessel Tactics showed enemy shields 
down 40 percent, weapons down 45 percent and 
drives down 60 percent. 



"Damage Control!” belloived Captain de 
Cow, "Report!” 

"Lion Star shields down 25 percent, weapons 
down 45 percent. Computer down 22 percent, 
Sir. ” 

As the Lion Star wheeled around behind the 
enemy, tactics reported an enemy Dreadnought 
headingtoivard them hearing225 degrees. Cap- 
tain de Cow irmnediately ordered all other ships 
in the fleet to target the incoming Dreadnought 
while continuing his pursuit of the heavy cruiser, 
hoping they would protect his flanks. 

This account is typical of the star battles 
fought in Rules of Engagement 2 (R0E2). Cap- 
tain dc Cour employed several different ma- 
neuvers that arc essential for success in 
ship'to-ship combat. As you play R0E2, you 
will find a varied bag of tactical cricks that can 


Missiles, Fire On 
The Up-Thrust! 

A Captains’ Guide To Space War In 
Rules of Engagement 2 

by Hosea Battles 


be used to exploit the enemy. You may also 
discover that the enemy will use some of those 
same maneuvers and tactics against you. 

This article provides tactical hints that will 
work against any enemy. You may find that 
some work well against one opponent, but 
not another. This is because each enemy has 
distinct personality traits. Also, some tactics 
may not work well because you may have 
placed the wrong captain in charge of a ship. 
Captains, like opponents, have distinctive 
personality traits and react differently in each 
situation. Tables 1 and 2 give numerical as- 
sessments of both hW Captains and enemy 
factions. This information is invaluable when 
making crew assignments and when sizing up 
an enemy’s force. 

In general, you would do well to remember 
where you are at all times on the battlefield. 
Are you near an enemy outpost that can fire 
upon your fleet? Are crew members dying, 
but your ship has taken no hits? (You may be 
in a radiation field.) Above all, remember that 
your best tactics are only as good as your 
captains! 

Basic Maneuvers 

There are three maneuvers that have proven 
successful in most situations. Precisely how 
each fares depends upon which enemy you 
are facing and the number of ships in your 
fleet. There are times, too, when all three are 
needed in one battle. Before using any of 
these maneuvers, however, ensure that your 
shields have been raised, you have assigned 
missile point defense (EBW or Jamming), 
you have selected a target, and you have set 
the configuration panels. In all maneuvers, I 
usually set Auto EBW within 300,000 kilo- 
meters and communicate mission orders to 
the ships in my fleet. 

Head Long Pass: On theTACMAN panel, 
.set direction to 180 degrees and set distance 
to 39,000 kilometers. Target a ship at a range 
greater than 500,000 kilometers on the 
TACFIR panel and select the strongest Gen- 
eral Damage missile in your arsenal. Click on 
position and head toward the ship. Then, 
select the Communication Transmit Panel 


and order ships under your command to 
“Destroy Enemy Ship X.” As you enter a 
range of 300,000, set EBW to Auto. I usually 
use the Pinpoint Weapons setting on the 
EBW and set it between 70-100 percent. At 
your closest point, (usually between 10- 
20,000) fire as many missiles as you can. Your 
ship will then begin turning to place you at 
180 degrees behind the enemy. Continue 
firing until you destroy the targeted vessel, or 
you are forced to break off the attack. 

The Switch: Target one enemy ship in 
panel A and another in panel B on the 
TACFIR panel. Set your direction on the 
TACMAN panel to a desired heading and the 
distance at 30-50,000 kilometers. Do not 
place TACFIR on Auto. Click on Position 
and move toward the ship in the panel set- 
ting. For this example, we’ll use A as the first 
targeted ship. As you close to under 300,000 
kilometers, set EBW to Auto and select the 
type of missile you want to employ. Once you 
are within 30-50,000 kilometers and have 
damaged ship A, immediately select panel B 
on the TACFIR panel and click Position on 
the TACMAN panel to move toward .ship B. 
Turn off Auto EBW until you close to under 
300,000 kilometers. After damaging ship B, 
select ship A. Continue switching until you 
disable or destroy one of the enemy ships, or 
until you have to break off the attack due to 
sustaining heavy damage. 
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Side Swing: Target an enemy ship on the 
TACFIR panel. Then, on the 'I’ACMAN 
pane! set distance to 40,000 and helm to 90 
or 270 degrees. For this example, we first u.se 
90 degrees. Select a target on the TACFIR 
panel. Choose Pinpoint EBW, targeting 
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Table 1 - FW Captain Personality Assessments 


Name Aggresion’ 

Bravery* 

Diplomacy 

Experience* 

Humility 

Ingenuity* 

Leadership* 

Loyalty 

Stamina* 

Temperament* 

■ AhrAnhdi 

68 

28 

79 

88 

42 

83 

47 

93 

42 

7 


Akiri Mustafa 

70 

74 

85 

75 

61 

62 

77 

86 

60 

60 


1 Ambrus Csaszar 

44 

60 

87 

39 

13 

53 

29 

33 

62 

84 

81 


Anna Quintana 

67 

80 

22 

27 

76 

23 

34 

99 

68 

^ Arnelli^&n^ 

76 

69 

67 

43 

46 

48 

39 

81 

74 

77 


Chanhn Minh 

82 

87 

91 

78 

49 

97 

99 

93 

82 

11 


1 (WISlBlJhBDeCour 

87 

80 

29 

55 

82 

45 

69 

23 

24 

83 


Cynthia Gibbs 

44 

36 

48 

52 

59 

42 

52 

56 

05 

35 


1 Deneal Mabusso 

58 

74 

34 

69 

27 

99 

51 

66 

82 

36 

1 

Dren Anderson 

70 

84 

34 

81 

50 

65 

72 

86 

54 

53 


Francis Global 

73 

62 

61 

66 

65 

70 

86 

65 

60 

64 

1 

Ignacio Moreno 

75 

93 

27 

09 

73 

20 

18 

96 

35 

38 


1 James 

80 

86 

75 

75 

67 

80 

90 

96 

93 

75 

1 

Jaques Quinte 

44 

53 

37 

07 

20 

83 

50 

69 

91 

57 


i Mancino Foote 

99 

99 

69 

84 

16 

99 

89 

97 

43 

73 


Mikhail Aidian 

69 

75 

68 

59 

65 

62 

75 

80 

64 

64 


1 MishaigMS 

42 

98 

85 

99 

66 

67 

76 

99 

50 

33 


Natasha Genov 

92 

76 

37 

75 

55 

70 

92 

80 

70 

84 


1 Niles Garrovick 

49 

58 

68 

98 

76 

78 

82 

86 

10 

22 

1 

Ophelra Bresheliah 

99 

28 

74 

58 

20 

32 

88 

16 

40 

46 


i Renata Kwella 

18 

95 

20 

62 

72 

64 

35 

67 

72 

26 

1 

Sharae Qiana 

72 

76 

67 

62 

70 

80 

85 

82 

70 

75 


1 Srini Patel 

87 

57 

28 

28 

33 

46 

78 

46 

50 

75 

1 

Takako Kurosawa 

60 

68 

38 

44 

80 

64 

26 

68 

73 

34 


! Telifero Lawson 

26 

67 

92 

68 

52 

58 

70 

86 

40 

38 

1 

Thomas Cichowicz 

99 

44 

12 

00 

10 

44 

32 

84 

94 

44 


i Trevor Ender 

88 

88 

36 

46 

50 

91 

90 

74 

34 

79 

1 

William Baines 

68 

88 

44 

52 

58 

92 

76 

34 

44 

68 


Wolf Chareten 

80 

77 

62 

85 

72 

90 

90 

91 

85 

74 



Notes: ‘ = Crucial traits for combat; Average rating = 50; HUMILITY; Affects Surrender Factor, The Lower the number, the higher the chance 
the Captain will surrender to the enemy. LOYALTY: Affects the likelihood of following orders. The higher the number, the more apt the Captain 
is to carry out orders, DIPLOMACY: Affects how the Captain interacts with neutral outposts. This determines if the neutral outpost will allow the 
ship to dock for repair and resupply. 


weapons or drives, and select missile #6 (tar- 
gets drive system). Set Auto EBW when you 
are under 100,000 kilometers and fire mis- 
siles at your closest point to the enemy. As you 
swing to the 90 degree setting, continue fir- 
ing. After about one minute (game time) of 
firing on the enemy, set heading to 270 to 
swing around to the other side of the ship. 
Continue firing until you disable the targeted 
vessel or until you are forced to break off the 
attack. 

General Tactics 

Deciding which tactics to employ during a 
battle is one of the most important concerns 
in ROE2. As such, the first action of a good 
commander is to know the mission objec- 
tives. Read the mission briefing prior to each 
mi.ssion, and look for clues as to the size of 
your force and that of the enemy. Know the 
capabilities of your captains and make assign- 
ments according to your knowledge of the 
forthcoming mi.ssion. Also, give yourself sev- 
eral options in the first communications to 
your fleet. Finally, don’t be a stationary tar- 



Each ship in ROE2 has pinpoint defenses. 
These defenses target incoming missiles. If it 
seems as if your missiles arc not hitting their 
target, then the ship’s pinpoint defenses 
(EBW and/or Jamming) are knocking them 
down. Knocking out a ship’s weapons system 
will destroy the pinpoint defenses. 

Ship-to-Ship Combat Tactics 

This first discussion focuses strictly on ship- 


to-ship combat. We will discuss ship vs. out- 
post tactics later. 

Concentration of Firepower: Overall, this 
is the best tactic you can use. Even three small 
Scouts can overwhelm the best defenses of a 
Dreadnought if they all concentrate their fire- 
power on the ship, especially if using Pin- 
point. By ordering all your ships to target one 
enemy ship, this will ensure that the missile 
pinpoint defenses are ovenvhelmed, allowing 
many missiles to do internal damage. Give ail 
your ships the “Destroy Enemy Ship X” com- 
mand. 

Pinpoint: This is lethal when used with 
Concentration of Firepower above. By pin- 
pointing a system with your EBW, you en- 
sure that all EBW fire is concentrated on a 
single area of the enemy ship. When this is 
used with the next tactic, you will make short 
work of an opponent’s ves.sel. 

Concentrate Fire On System: By giving 
this order to all your .ships, you guarantee chat 
they will concentrate fire on a particular .sy.s- 
tem. 1 have found that concentrating fire on 
weapons first, then targeting drives works 
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best. The most powerful Dreadnought is 
nothing without weapons, and is definitely a 
sitting duck with its drives gone. 

Disabling: When outnumbered or outgun- 
ned, your best tactic is to disable one enemy 
ship at a time. Disable the first vessel, leave it, 
and go after the next. The following pinpoint 
EBW methods are effective for this tactic: 

1. Pinpoint Weapons 

2. Pinpoint Drives 

3. Pinpoint Weapons, then Drives. 

Hide and Seek: You can only employ this 
tactic if you command a Scout ship with 
Stealth Capability. Since a Scout only has 
EBWs as weapons, choose your ships care- 
fully (some only have low powered EBWs). 
By using Stealth mode, a Scout can sneak up 
on and cripple a Dreadnought. When first 
deployed, immediately turn on Stealth from 
the NAVHLM panel, then go to NAVDEF 


and turn on shields and jamming. In 
TACl'IR, choose an enemy ship as your tar- 
get and use d'ACMAN to set a range between 
20-30,000 kilometers. CTck on Position or 
Shadow to go alter the target ship. When you 
arc at the desired range, select Auto EBW and 
turn off Stealth long enough to fire one shot, 
then immediately turn it back on again. If 
lucky, you will get a hit. When EBWs are 
fully charged, repeat the same tactic, continu- 
ing until you start taking hits. (Stealth is not 
perfect, so there is a chance you will he dis- 
covered. Certain emissions leak out allowing 
an enemy ship to discover a Scout.) If you are 
taking damage and hits, immediately click on 
Evade in TACMAN to escape. Scouts are the 
fastest ships in the game! 

Suicide: I'his is a dangerous technique, but 
it may work as a last resort, riie problem is 
that you may cripple or destroy your own ship 
in the proce,ss, and m.iy even destroy other 
ships in your fleet. To employ this tactic, your 
ships must have mines. When several enemy 
ships are closing on you, under 500,000 kilo- 
meters, go to TACDEF and select Shield 
Reinforcement. Set Mines to 500,000 kilo- 
meters and drop one or wo. 11 you sur\'ive, 
you will find you have crippled one or more 
enemy ships. You may have even destroyed 
one or two! However, you may find you have 
effectively crippled your own ship. Hopefully 
your communications will be intact and you 


can order other ships in the fleet to finish off 
the cripples or come to your aid. If not, you 
may find some enemy ships targeting you and 
coming in for the kill. It’s not called “Suicide” 
for nothing! 

Always keep track of the condition of ships 
in your fleet. Ensure that you have requested 



all ships to send updates every minute, and 
periodically bring up the DATAFLT panel. 
If a ship is close to being destroyed, order its 
evacuation. It is better to lose the ship, than 
to lose the captain. During any campaign, if 
a ship or captain is lost, they arc lost for the 
duration of the campaign. 

Evacuation, however, takes time. If, in your 
estimation, there is insufficient time to evacu- 
ate, order self-destruct. Self-destruction over- 
loads the drives and will destroy or damage 
ships in the explosion radius. The drawback 
to this tactic is that you will lose the ship and 


Table 2 - Alien Captain Personality Assessments 


Name Aggresion* 

Bravery* 

Diplomacy 

Experience* 

Humility 

Ingenuity* 

Leadership’ Loyalty 

Stamina* 

Temperament’ 


Anteater 

84 

20 

18 

26 

08 

28 

12 

08 

22 

84 


Antillies 

84 

84 

00 

52 

50 

16 

16 

99 

70 

50 


1 Basaree 

76 

04 

74 

20 

48 

02 

52 

99 

08 

20 

1 

Belowee 

44 

80 

60 

52 

44 

56 

90 

72 

90 

56 


1 

99 

99 

00 

99 

99 

99 

72 

99 

99 

32 

1 

Entymions 

64 

52 

70 

10 

46 

92 

34 

20 

84 

58 


! Feenzrock 

50 

62 

80 

28 

68 

86 

38 

60 

22 

38 

1 

FWRP 

34 

26 

84 

16 

70 

30 

66 

84 

28 

48 


1 FWSF Marine 

80 

70 

52 

80 

44 

70 

70 

80 

70 

60 

1 

Gormidians 

88 

82 

66 

76 

50 

72 

80 

92 

90 

74 


1 H'zRiz 

88 

90 

60 

85 

55 

81 

85 

80 

75 

72 

1 

Intoid 

80 

84 

52 

80 

50 

60 

68 

86 

80 

65 


1 mmm 

86 

74 

14 

76 

42 

74 

92 

78 

26 

68 

! 

Martian 

82 

64 

20 

58 

99 

75 

64 

99 

37 

70 


1 Mutai Laicr'Mok B 

28 

42 

74 

24 

96 

16 

36 

24 

37 

26 

1 

Mutai Laicr’Mok G 

66 

70 

32 

41 

64 

42 

54 

72 

82 

90 


f Nomad 

68 

50 

51 

78 

38 

78 

50 

99 

22 

42 

1 

Oreeginard 

28 

24 

82 

68 

34 

90 

22 

16 

64 

46 


I Pervect 

72 

64 

72 

62 

16 

82 

66 

80 

66 

91 

1 

Trizan Alpha 

94 

91 

65 

75 

55 

76 

75 

93 

86 

68 


f Trizan Bela 

84 

89 

75 

85 

60 

90 

92 

95 

70 

55 

1 

UDP Military 

80 

68 

28 

74 

38 

66 

84 

64 

68 

14 


! XenostaBaWlBIISII 

80 

68 

31 

38 

76 

66 

30 

86 

38 

62 

1 

] 


Notes: * = Crucial traits for combat; Average rating = 50; HUMILITY; Affects Surrender Factor. The Lower the number, the higher the chance 
the Captain will surrender to the enemy. LOYALTY: Affects the likelihood of following orders. The higher the number, the more apt the Captain 
is to carry out orders. DIPLOMACY: Affects how the Captain interacts with neutral outposts. This determines if the neutral outpost will allow the 
ship to dock for repair and resupply. 
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® 1^93 Inlorpl.iy I’roiliiclions , Inc. AH rights rescn'cii, Bags to Kichw is a Ir.idemark of Inicrplay Proiliictions, Inc. 

To order RAGS TO RICHES^^', call 1-800-969-4263, or see your local rerailer. 
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Table 3 - Catalog of UDP Missiles: General Type 


Number 

Name 

Damage 

Range 

Description 

Damage 

1 

Type 1 

52 

980 

General Damage 

Light 

2 

Type 2 

N/A 

1,920 

Anti Personnel 

Light 

3 

Types 

N/A 

2,530 

Damages Shields 

Medium 

4 

Type 4 

84 

2,950 

General Damage 

Medium 

5 

Type 5 

N/A 

1,050 

Anti Personnel 

Medium 

6 

Type 6 

74 

830 

Weapon System 

Medium 

7 

Type 7 

84 

1,520 

Drive System 

Heavy 

8 

Type 8 

142 

740 

General Damage 

Medium 

9 

Type 9 

181 

565 

General Damage 

Heavy 


captain, and you may damage or destroy 
friendly vessels in the area. 

Finally, never forget to pick up escape pods 
after ordering a ship to evacuate. Othei-wise, 
you will lose the captain for sure. 


Rabbits In Space! 

A hidden “Easter e^” can be found 
in the FWAF ShipyarcTscreen. Pressing 
the F 1 0 key at this screen will cause one 
of two famous science fiction charac- 
ters to cross the corridor. More famous 
science fiction characters are hidden in 
the game. Try this to get a peck at the 
12 hidden alien races: Create rwo alien 
races using the Alien Factions creations 
module. Don’t worry about the 
raphic, it will be replaced with the 
idden file. Name one Alien faction 
“ROBBY ROBOTS” and the other 
“MARVIN MARTIAN.” After run- 
ning through the tutorial, go back into 
the Duilder and load the Basree Cargo 
campaign. Replace the Hostile alien 
with one of the above created alien 
factions. Go back and Make a game 
using your new version. I am sure that 
you will recognize each of these famous 
characters. 

— Stanley Trevena 


Ship vs. Outpost Tactics 

There are three types of outposts in ROE2: 
F\V, Enemy/UDP and Neutral. They come 
in four varieties: Commercial (full shields and 
limited armaments), Settlement (limited 
shields and no armaments), Scientific (lim- 
ited .shields and limited armaments), and 
Military (full shields and full armaments). All 
outposts with armaments have unlimited 
mi.ssile supplies. Thus, a single ship, even a 
Dreadnought, will be hard pressed to destroy 
a Miiitaiy Outpost. 

There are two ways to take an outpost: 
destroy it or capture it. Unfortunately, the 
only system that can be pinpointed on an 
outpost is shields. This is because outposts are 
located on large asteroids, planetoids, artifi- 


cial satellites, or on a planet’s surface. Their 
weapon systems arc shielded and too numer- 
ous to pinpoint. However, outposts can be 
destroyed after taking a heavy pounding from 
your EBW and missiles, following the meth- 
ods below. 

Capture: d'he best way to capture an out- 
post is to order all ships in your command to 
participate in the capture operation. All ships 
will concentrate their full firepower on the 
outpost. You can then issue the order to 
concentrate all fire on the shields. Then, pin- 
point the shields with your EBW. Set it to 
Auto and fire shield damaging missiles (#1 
and #9). Once the shields are down, imme- 
diately close to boarding range and board the 
outpost. Be sure that no enemy ships are near 
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Build Your Own 
ROE Campaigns! 

At the request of many mission design veter- 
ans of the original Rules of Engagement, Tom 
Carbone has offered a Developers Kir to the 
CompuServe players. This kit has all die 
tools needed to produce professional quality 
campaigns in much the same manner as Om- 
nitrenJ. The kit includes the “Athena Docu- 
ment." a complete game universe histoiy' in an 
encyclopedia format (over 100-pagcs of text); 
all technical information on sound effects al- 
lowing the designer to replace the voice of 
A.N.D.!. with custom voice files; generic ship 
views in GIF format for inclusion in custom 
missions: all game graphic filc,s in GIF format 
along with a GIF to R0E2?\\c converter; dig- 
itized picture data so the dc.signcr can import 
his/her own image files for captains; 1 2 “spe- 
cial” alien forms reserved for furure use; mis- 
sion and campaign editing forms to streamline 
the design process; ANSI debug support for 
monitoring game AI on a terminal or computer 
iittaclied to a COM port in real-time during a 
game: and system graphs of all FW and Fncmy 
ship.s and their stacistic.s. In addition, modifi- 
able missile stats have recently been added, and 
rumors say that predefined Breach 2ships will 
also be included. Tom Carbone ha.s suited that 
lie will do a second production run of this kit 
if there is interest from C6'W^ readers. This is 
only offered directly from Omnitrend. Their 
phone number is (203) 678-7679. fhe cost of 
the kit is $49.95 plus S5.00 shipping. 

— Stanley Trevena 


when yoLi attempt to board, as you have no 
control over ship combat during boarding. 
Otherwise, your ship will continue to take 
damage either Irom the outpost or from any 
enemy ships within range. Once capturetl, 
the outpost’s guns will cea.se to fire. You will 
then be able to resupply and repair your sliip, 
provided the outpost is sophisticated enough 
and ha.s supplies. 

Destroy: If your objective is to destroy an 
outpost, you should order all ships to do .so. 
However, your ship should never get closer 
than 30,000 kiiomerers to a military outpost 
or you may find yourself disabled and a sitting 
duck! Military outposts liave plenty of arma- 
ments and can lieavily damage your ship in a 
short period of time. When attempting to 
destroy an outpost, hold nothing back; fire all 
missiles and use Auto EBW on Normal 
Beam. Continue pounding in this fashion 
and you are guaranteed to destroy it (though, 
you will probably take heavy damage). Note 
that anti-personnel missiles do not affect out- 
posts. 

Fhe best way to de.stroy an oucpo.st is to 
capture it first. Use the Capture tactic de- 
scribed above. Once you have taken the out- 
post, take advantage of the resupply and 
repair fitcilitics. When finished, pinpoint tiic 
shields and destroy it at your leisure. The 
outpost will not fire on you as it is now under 
your control. 



Hosea’s Last Stand 


These are just a few tactics and maneuvers 
that ] have found to work about 90 percent 
of the time. You will discover others as you 
play the game. Good luck, and keep the fol- 
lowing close to your heart: 

1 . No enemy will react tlie same way twice, 
even when replaying the same mission. 

2. Always be aware of the battlefield state, 
as situation awareness is critical to winning 
any battle. Many conflicts have been lost 
bccau,sc a commander was not aware of what 
was happening on the field of battle. 

3. Know the location of enemy outposts 
that can take pot-shot.s at your ships. 

4. Always keep track ol the condition of 
your fleet using DATAFLT. 

5. Above all, “Know Thine Enemy!” cgw 
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C01UF.SBS 


LINKS Championship Courses are completely compatible a 
with our original LINKS-The Challenge of Golf, the new 
LINKS 386 Pro. and Microsoft Golf for Windows! j 

^ACCESS 

SSSLmS^ SOFTWARE INCORPORA TED , 

4910 \V. Amelia Karhart Dr., SLC, UT 84116 J 

(«01)35‘»-2900, (800)800-4880, FAX (801)596-9128 


UR EVERY MOOD! 


Finehurst 
Pinchurst, NC 


Mauna Kea 
Hawaii 


Banff Springs 
Alberta, Canada 


If you feel like playing 18 holes on Hawaii’.s Mauna Kea 
course on Monday and Arizona’s desert spectacle Troon 
North thal night and Akron, Ohio’s Firestone course on 
Tuesday morning, save your airfare and just pull out your 
LINKS Championship Courses! ACCESS Software has 
beautifully digitized versions of some of the world’s finest 
golf courses so you can play them on your computer 
anytime of the day or night! 





Review 



A 3.1-Run Homer 

Miller Associates’ Baseball for Windows 

bij Wnllnce Poulter 


A ll Wuidoius. That curious little graphic 
interhice from Microsoft that at- 
tempts to do what the Mac has been 
doing successfully for years. Like a lot of 
Microsoft products (DOS comes to mind), 
Whuioivs is cumbersome and ugly, yet has 
sold a bazillion copies. I suppose it proves that 
Barnum was wrong: You can tool most of the 
people all of the time, including our intrepid 
reporter. The potential game market tor Win- 
i/(7/w-based products has been overstated by 
many, yet a number of brave souls have ven- 
tured into the breach. Chief amongst these is 
APBA Presents: Bnseball for Windows from 
Miller Associates. 

Step Into The Box 

First impressions trom the box reveal more 
meat than marketing. While the tront panel 
is an uninspiring crowd shot, the back of the 
box is one of the more complete and infor- 
mative pieces ot copy in the industiy. There 
are six tull-screen images with relevant infor- 
mation. How many times have we seen use- 
less and inaccurate screen shots on the back 



of a box? Here we get good representations of 
the ballparks, and screen shots showing 
league set ups and reports. Combine these 
with detailed descriptions of the screens and 
lA bullet points of useful information, and 
you have a box back that should be studied 
by the industry. Before I opened the product 
1 knew exactly what 1 was getting. 

After such a well-designed package, I was 
rather disappointed to find an 80-pagc man- 
ual with all of two illustrations. This Basebidl 
for Windows Tutorial is well written and 
pretty comprehensive, but there is no substi- 
tute for showing the user what to expect. 
Fortunately, there is a full-leatured help pro- 


gram within the game that an.swers any que,s- 
tions that arise. An extra couple of sheets have 
also been added which cover “Most com- 
monly asked questions.” 

Installation of the game is smooth and easy. 
Once installed, a Miller A.s‘sociates icon ap- 
pears in the Program Manager window. 
Clicking on this icon will display lour addi- 
tional icons. These are Baseball, Advanced 
Draft, League Manager and Stat Master. 

One of the highlights of Busebidl for Win- 
dows h the main ballpark screens. In both 16 
and 256 colors, the ballparks are created from 
paintings or photographs and are just gor- 
geous. Forbes Field in Pittsburgh is especially 
nice at night. 

1 was pleasantly surprised to see my all-time 
favorite team, the Pirates ol '27, included as 
one ofthc all-time G teat d’eams. With the '27 
Yankees considered the greatest ol all time, 
usually the ’27 Pirates are overlooked by com- 
panies, or individuals, compiling their all- 
time lists. I soon had the mighty ’27 Pirates 
taking on the '82 Angels, ’rhe’27 Pirates have 
such all-time greats as Lloyd Waner, Paul 
Waiter and Pie Traynor, with Kiki Cuyler on 
the bench. Against them the ’82 Angels 
lineup of Jackson, DeCinces, Carew and 
company doesn’t look all that hot. ’Phis 
should be an ea.sy victoiy for the Pirates, 1 
thought, prior to play. Pirates pitcher Lee 
Meadows carried a no-hitter into the 5th 
when suddenly the tool caved in. Bobby 
Grich homers with Fred Lynn on base and 
the Angels don’t look back, Grich adds a 
second Homer, and Lynn contributes himself 
as the ’82 Angels win comlortably 6-0 on 
Geoff Zahn’s 7-hit shut out, 

You Malce The Call 

The Baseball Module allows the user to 
make all the game related decisions that a 
manager would, Fach team 
in Bnseball far Windows\rAs, a 
primary lineup that is pre- 
programmed, but new line- 
ups can also be saved. The 
running commentary is one 
of the best around and does 
a great job capturing the at- 
mosphere of the game. 

DeCinces bobbles a ball for 
an error, followed later the 


same inning by Boone racing back to the 
screen, getting a glove on a foul ball, but 
dropping it for a ruled error. That’s a pretty 
tough scorekeeper. Carew goes into the seats 
to make a play, Jackson is called out looking 
at a strike three ball, Barnhart gets picked off 
at first with two outs and runners on second 
and third. 

An easy-to-iLse interface makes all this pos- 
sible and is one of the game’s best selling 
points. The decision panel allows five offen- 
sive and five defensive choices, each illus- 
trated with its own distinctive icon. The five 
defensive decisions arc Pitch, Walk (inten- 
tional), Hold, Pitch from Stretch/Windup 



and Infield In/Deep. Good basic choices, but 
it would be nice to have some more derailed 
choices such as guarding the lines or bringing 
the corners in. This, combined with a lack of 
ballpark effects, is the biggest negative to the 
product. Batting in Oakland with its huge 
foul territory should be very different from 
Tiger stadium, for example. 

Making managerial decisions is smooth and 
easy. Clicking on the bullpen will not only 
show the user who is there, but also the next 
four batters in your opponent’s lineup. 'The 
introduction of righty/lefty effects as in Sti-at- 
£)-A//zf/Vwould make this even more relevant. 


APBA Presents: Baseball for Windows 



Tint: 

PRICE; 

SYSTEM; 

REQUIREMENTS; 


APBA Presents; Bjseljjll lor Windows 
Sf)9.9S 

IBM with Windows 
30()-20MHz or belter, JMB RAM, 
12MB h.ird drive space, Windows 3.1 

Miller Assorialos 
I i Bunis Avenue, Suite 200 
New Can.ian, CT 06840 
(203)97243777 
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" The humor and originality of Zork 
are always present. . . its images are the most spectacular 
in the history of video games" 

-jorsricmejtzM 

"The interface may be revolutionary [and] allows a richness 
that has been absent heretofore in graphic adventures." 

-Mmy L fcn, couFijm mino mio 
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If AdiVisioN. 


Revisit Flood Control Dam #3 


Try to Outwit Devious Dwarves 


Over I hour of Spoken Dialouge 


Available for IBM and Compatibles. Enhanced version for CD-ROM also available. 
To order: See your local retailer or call 1-800-477-3650 
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but this is a philosophical decision that ABPA 
seems content to stay away from. Baseball for 
Windowsnsts a “Dynamic Decision” concept 
to spice up play; that is, the user will some- 
times be given options such as sending the 
runner, cutting otf the throw, or trying for an 
extra base. Depending on the level of play 
selected, the user gets a set amount of time to 
make the decision. I tend to be a little too 
aggressive and run my way out of big innings. 

A High Draft Pick 

The Advanced Draft module is a pretty 
impressive piece of software. The smooth 
integration of the programs via the icons 
allows easy transfer to this and other modules. 
Most impressive is the ability to sort all the 
players by either their fielding position, 
APBA rating or name. Two new terms to me 
were Pankin and Markov: The Advanced 


Draft module contains a Pankin Optimizer, 
which calculates the most efficient lineup. It 
would have been nice to get a full description 
in the manual of who or what Pankin is. 
Similarly, the Markov calculation deals with 
average run estimates and the lineup, but 
details are lacking. 

The Statmaster module borders on overkill. 
With over 2000 different statistical categories 
for players and teams, the scope is amazing. 
Added to that, a custom option allows the 
u.ser to create a list of either best or worst 
performers in these categories. Finally, the 
League Manager controls ail league functions 
for the team and season. Obviously this al- 
lows the creation of fantasy leagues and mul- 
tiple series schedules. Within the League 
Manager is the Advanced Injury Manage- 
ment system. Player’s roles are based upon 
their actual usage during the course of the 
season being recreated. For pitchers, roles 
affect Readiness Ratings, as well as Fatigue 
Status related to Readiness Ratings. For non- 
pitchers, roles affect the computation of Play 
Rating. This has caused some problems in 
replays. It appears that the routines are based 
on the number of games the player partici- 
pated in and not the number of at bats. 
Therefore a pinch hit appearance is treated 
the same way as an extra inning game in 
determining whether a player is ready or not. 
This is something that Miller Associates will 
need to address in future versions. 


Windows Of The Year 
The credits are not particularly specific, but 
either Roscwell Miller, Colby Duerk or Alan 
Pratt needs to be congratulated for making a 
true Windoius^xodwci. This is not your typi- 
cal “make a game and slap a Windows shell 
around it,” or worse yet a “ Windows Compat- 
ible” program which usually means you can 
only initiate the program from the Windows 
command line without crashing your system. 
Instead this is a fully functional Windows 
program with all the hot key options, screen 
minimizing, etc., that one would expect. A 
realistic representation of baseball with an 
excellent interface and multiple modules. 
Baseball for Windows comes through in the 
clutch. CGW 





WEPAYCASHFORUSEDIBMGAMES 

ako Nintendo, Super ffmlendo, and Sega Genesis 
We want your current used games* 

1 - 800 - 377-8578 

tall for aulhorizalion before shipping 

WE SELL USED GAMES 

IBM, Nintendo, Super Nintendo, Sega Genesis 
All games are tested & IBM disks virus checked 
Call for current title availibility j 




WE ACCEPT 
VISA/MasterCard 

Most items shipped some day. S5 UPS/$7 2nd Day Air 

*Games must be complete with oil disks & printed materials and in the 
original box. Incomplete gomes will be returned at your expense. 

GAMER'S GOLD • 1 008 W. 41 st Street • Sioux Falls • South Dakota *57105 



Send check or money order for S28.95 plus 
Sd.OOlCAN S7.00}|or snipping ond handling to: 

HOME BASi PRODUCTS 

3025 TiiJtberline Dr. Eugene, OR 97405 
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Cominiter Citiniii^ World 



Find a well 
Cast a spell 







Make a 
Goto 


S IMON ™E 

_ )RCEREIL 

Wherever you go, expect the unexpected. 
Because Simon is no ordinary sorcerer. 
He’s an adolescent with an attitude, who 
accidentally stumbles upon a magical 
dimension on 


the very verge 
of collapse. 

As fate would have it, only 
Simon can save it from a tyranny of 
evil. Armed with a sharp wit and a 
tongue to match, our reluctant 
hero sets 
forth 


Simon The Sorcerer is available fo 
IBM and compatible computers. 


mistake 

#*%!! 

on his quest. In a wacked-out world filled with 
beer-swilling trolls, a schizophrenic two-headed 
swamplings, werefrogs and more, he 
must acquire the knowledge of a sorcerer 
defeat the evil 
wizard Sordid. 

Discover a 

• wojndroLisly animated world. Unravel 
the mysteries of a puzzling plot. And 
beware that your biggest mistake 
would be 
all 
fun of 

..Simon The Sorcerer! 

inFoconv 

An Activision'" Company 
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3 order: see your local retailer or 
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The Rumor Bag 



I wus being beside myself with most excel- 
lent palpitations. It was my first day as a 
New York cab driver, and I was to be 
picking up my first fare at Kennedy Airport. 
It was wonderlul! I was playing the horn like 
it was a tabla, my regular percussion beat so 
much more pleasing to the ear than the disso- 
nant bleats and honks of my brother hackers. 

1 cut off two other cabs and squeezed between 
two airport buses in order to change lanes, 1 
was feeling like King of the Cabbies, 1 am 
telling yoLi. 

That is what 1 was feeling when i picked up 
ibis very strange man who played computer 
games for a living. 1 asked him if there were 
games where one could be playing the driver 
of a New York cab and book more fares than 
the other cabbies. He said, “No! You don’t 
even do that in Hellcah."' He did tell me that 
he had hoped for a game based on Kifigninker. 
some Avalon Hill boardgame where suppo,s- 
edly grown men gather around a map of ling- 
land and pretend to be nobles during the War 
of the Roses. I asked him if 1 could play it on 
my new computer and he said, “No! The 
European designers of the boardgame sold the 
software rights to U.S. Gold. So, Avalon Hill 
isn’t going to do a U.S. version of CoiDputer 
Kingmaker until those European software 
rights expire.” 

My fare .seemed most personally disap- 
pointed, so I tried to take his mind off it by 
risking our lives more than four times before 
we got to the Qtieensborotigh Bridge. There, 
the traffic was slower than a mystic can attain 
oneness with the divine. Some guy in a cab 
next to us motioned for my fare to roll down 
his window and, since I did not have time to 
warn him, he did. With blessings all around, 
the other passenger told my fare that the stop 
and go traffic across the river reminded him of 
MicroProsc’s upcoming cartridge game. 
Across The Rhine. 


It is supposed to be a World War 11 game 
for dedicated game systems with the depth of 
vSega Japan’s advanced strategy game. The lat- 
ter, in spite of its tactical excellence, was never 
released in the U.S. because one gamer essen- 
tially played Hitler. Anyway, the gentleman in 
the other cab was telling us that it had inspired 
the MicroProse game in terms of interface and 
playability, and that Arnold Hendricks was 
designing the product. 

I asked my fare to roll up his window be- 
cau.se there are so many strange people in New 
York. I also pointed out that there was going 
to be a full moon that night and hoped that 
he would be most careful. “Under A Killing 
Moon, eh?” he respondetl. Then, he filled me 
in on the most fascinating news that Margot 
Kidder of Superman fame (Oh, to be hoping 
1 pick her up in my cab .some day!) and Brian 
Keith of Disney movie and television fame 
were going to appear in Access’ latest Tex 
M Lirphy game. 1 asked what game that would 
be and he said that strange phrase about Under 
A Killing Moom again. 

1 reminded him to be rolling up his window 
and most fortuitously, he did. Although I 
overheard him saying .something about the 
fact that ever)'one is wanting “to do Windows 
these days.” He asked me if 1 had heard of 
'I'win Dolphin Games. 1 hadn’t. He said that 
when their Forgolten Castle 3-D first-person 
perspective game came out that everyone 
would know their name, but he thought they 
might even make more money with their 
Windows games. 

1 cut through a blindiitg maze of side-streets 
and he said it reminded him of one of those 
Windows games he was speaking of, Nano- 
Tank. This game has a hundred different 
mazes and is supposed to be something like 
The bicredible Machineou a circuit board. The 


gamer has to figure out how to put the circuit 
back together with a little on-screen tank. 

We had a near miss as we headed for 57tli 
Street and he said, “I wasn’t planning to tell 
you about WinhalU, fwin Dolphins’ pinball 
game, but as long as we’re driving bumper to 
bumper, 1 might as well let you know that they 
have a cute one coming out with six different 
pinball games. ” 

When we ended up stalled in traffic due to 
sewer repairs on 57th vStreet, I told my fare that 
I was more concerned about getting my hands 
on that Smokin ' Guns shooting gallcr}' game, 
it feactires six different theme settings and I 
was hoping that one of them was New York 
traffic. My fare didn’t think it was available, 
but 1 cold him to tell the developers. 

Then 1 carncti my stripes as a New York 
cabby by making an oh.scene gesture and call- 
ing a tourist the effluent by-product of a goat. 
1 cold my fare that I wished these cabs came 
equipped with anti-automobile weapons. He 
laughed and said that 1 would be better off 
seeking my fortune with a computer game 
where I could be my own boss and actually 
blow away the competition. “You arc speaking 
of a Godfather game?” 1 suggested. 

Actually, he explained that he was speaking 
of Project Nomad, a publishing partnership 
between Papyrus Design Group and Game- 
tek. The game is sort ol ■,\Starflightmce.is Space 
Rogue where would-be interstellar traders 
build up funds by trading, improve their dip- 
lomatic skills by interacting with some fasci- 
nating aliens, and literally blowing away the 
competition in a simulation with 3-D poly- 
gon-filled graphics. 

As 1 sat there in the traffic, in the stifling 
humidity of an East Coast heat wave, 1 wished 
I had that option, cew 
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“I found this game exhil- 
arating. Many a night the 
adrenaline was pumping 
and palms were 
sweating.” 

- Fred J. Philipp 
QuestBusters 


“The skillful 
synthesis of lull 
motion video digi- 
tized speech, CD audio 
quality soundtrack, 
and a pleasing vari- 
ety of game play 
make INCA one of 
the finest mul- 
timedia games 
yet published.” 

- Stephen Poole 
CD-ROM Today 


“a cinematic tour-de-force. . 

-VideoGames & Computer Entertainment 


INCA 

Multimedia CD 

See your local retailer or call: 

( 800 ) 151 - 11^1 

Part of the Sierra® Family 


indicates trademark of or license to Sierra On-Line, Inc. 
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Review 



Arc These Guys Worthy? 

Our Reviewer Hangs Out With Capstone’s 
Wayne’s World 

by Gordon Goble 


T his reviewer has renomiced the teachings 
of the Esteemed One...er, Wayne.. .and is 
now following a path that travels the 
straight and narrow. The folloiihng critical as- 
sessment of Capstone’s Wayne’s World ivill 
make no use of Illinois teenage slang, nonsensical 
expressions, nor any colloquialisms based on a 
"rock and roll" ynusic doctrine. 

In 1992, the cinemaric release of Wayme’s 
capitalized on the popularity of a Sat- 
urday Night Live sketch of the same name. 
Two somewhat moronic and disheveled teen- 
agers, brains addled by a touch too much 
“partying” and numbed with copious, ear- 
splitting doses of the popular music of their 
generation, set out to regain creative control 
of their television program from commercial 
interests. 

In 1993, the computerized release of 
Wayne’s attempts to capitalize on the 

notoriety of said movie, and no one really 
knows where this sort of reversed domino 
effect will stop. That this pair of slothful 
ne’er-do-wells could ever achieve such god- 
like status signals that something has gone 
horribly wrong with our societ)'. That said, 
on with the review. 

Having salvaged their television program 



during the course of the Wayne’s World 
movie, it is now the veiy cxi.stencc of Com- 
munity Access Television (in Aurora, Illinois, 
anyway) that rests upon the shoulders of 
Wayne and Garth in the Capstone’s Wayne's 
World. Speaking of shoulders, did you notice the 
chestial region on Madonna during her latest 
video? She is truly an epitomization of baheness. 
Hey! Someone cut that last remark — that is 
the old me. ..perhaps my therapy has not 
been 100% successful. 

In an effort to reduce spending, the mayor 
of Aurora has announced that unless $50,000 


can be raised within the next 72 hours, 
C.A.T. is finished, and Wayne’s World along 
with it. To make matters worse (or better, 
depending upon one’s viewpoint), there also 
seems to be some form of evil influence 
threateninp to censor or cancel the broadcast 
of Wayne s World. With cancellation and 
airwave oblivion looming ominously on die 
horizon, Wayne and Garth {SHWIII- 
/TVC.'. ..ignore that) mull over their appropri- 
ate course of action. 

The misdirected minds of this dynamic duo 
eventually hatch a plan to stage an offshoot 
of a telethon, a Pizzathon, wherein viewers 
pledge their money to the cause and receive a 
pizza or two for their donations. In typical 
Wayne and Garth fiishion, this is a great idea 
in thcoiy, but stands very little chance of 
practical application. Neither Wayne or 
Garth have $50,000 worth of pizza ingredi- 
ents on hand, nor a tote board, decent enter- 
tainment, volunteers, an advertising budget, 
or the necessary video equipment to stage 
such a monumental event. However, if they 
are able to enlist the assistance of a dedicated 
game player, the race to save Community 
Access Television and Wayne’s World is on. 

The Wayne’s World interface features the 
typical adventure game side-view of the im- 
mediate surroundings (usually a single room 
although sometimes a tight outdoor shot), 
and both Wayne and Garth move about as 
they obey their various commands, inspect- 
ing objects, picking objects up, giving objects 
to others, pulling and pushing things, and 
verbally interacting with themselves {Party 
on. Garth. ..Party on Wayne!) and others. A 
row of icons resides at the bottom of the 
screen, graphically displaying these com- 
mands, and across the top of the screen ap- 
pear visual representations of objects 
currently in possession. Pointing and clicking 
is the method of choice in 
Wayne’s World and the 
keyboard rarely enters into 
play. 

The “world” of Wayne’s 
World is confined to 
Aurora, IL, and transpor- 
tation from one location 
to another is accom- 
plished through Wayne’s 
vehicle, henceforth 

known as the infamous 


head-banging Mirthmobile. A full-screen city 
map appears when a specific area has been 
exited, allowing access to new locations. A 
musical score is present throughout, and it is 
delightful indeed.. .A^OT!' Perhaps a little 
digital sampling of Aerosmith or Alice Coo- 
per would have been more suited, consider- 
ing the tuneful tastes of these two. 

Some specific chores that must be com- 
pleted in order for Wayne and Garth to hold 
their Pizzathon include; securing Cassandra 



{Wayne’s babe-alicious girlfi'iend) a release 
from her contract with the snotty Eugene of 
Eugene’s Video Emporium so she may enter- 
tain the viewers; talking or bribing restaura- 
teur Pepe Roni into lending the use of his 
pizza making equipment; acquiring a large 
chunk of TV time, etc. These are not life or 
death situations, Wayne 's Worldss not a battle 
to save mankind, yet the intrinsic humor and 
light-hearted conversations of the program 
make it, like, real fim. 

Conversation is a valued art in Wayne’s 
World (though language is given a real beat- 
ing), and a multitude of problems can be 
solved by speaking to the right person at the 
right moment, including dialogue between 
Wayne and Garth themselves. At other times, 
though, Garth may say to Wayne, “How 
many marshmallows can you stuff up your 
nose”, or “Don’t you think 
eventually we should change 
clothes?”, or “I dreamed about 

TITLE: Waynt's World 

PRICE; $-19.95 

REQUIREMENTS: 286 or belter, VGA graphics. 6MB hard drive- 
space; sup[K>rts Adlib, Sound Blaster, and 
Roland I.Al’C-l sound cards 
PROTECTION; None 

DESIGNER; Kelcey Simpson, Brunt Smith 

PUBLISHER: Capstone 

7200 Corporate Center Drive, Suite 500 
Miami, FL 33126 
(305) 591-5900 
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Madonna lasc night,” to which Wayne re- 
sponds, “You dream about Madonna every 
night.” Like the Wayne's World sketch, the 
game never takes itself too seriously, and fans 
will find that the same level of humor per- 
vades. 

The game is not overly difficult. Uncharac- 
teristic of this genre, issuing the wrong com- 
mand will never result in disaster — one is 
simply not allowed to do it. The smacking 
sound of one’s head against computer table 
will rarely be heard with Wayne's World, as 
nothing will be completely unraveled by a 
wrong move. Combine this with a limited 
amount of destinations and witty bantering, 
and Wayne’s World becomes an obvious 
choice for the neophyte adventure gamer. 

This is not to say however, that it’s all, like, 
a piece of cake. More often than once, an 
apparently insignificant item barely discern- 
ible on the screen will be important to have. 
To make matters worse, combinations of 
nondescript items may be used in harmony 
in particular locations to provide incredibly 
profitable results. Also, the timing of arrival 
at a given destination may be paramount; 
exploring the local public television station at 
one moment will provide little but locked 
doors, yet later may result in a guest shot on 
a game show, In this way, the game has many 
of the typical adventure game frustrations. 
On the ocher hand, it has many unexpected 



“perks” embedded throughout, like Garth’s 
shocking “tongue trick” (sorry, no further 
explanation on this one!) and the appearance 
of the one and only “Giliigan” (that’s right, 
the mate who was a mighty sailing man). 

Game instruction is, to say the least, mini- 
mal, and one will discover the ins and outs of 
Way]ic’s VV'orZf/only through extensive experi- 
mentation. In these days of War and Peace- 
si/.ed game manuals, it is refreshing indeed to 
see one that isn’t. Yet, Capstone may have 
taken things a little too far with the Wayne's 
World manual, a lean offering that won’t take 
more chan five minutes to browse from be- 
ginning to end. Although this really bestows 
upon one a pioneering spirit, a pinch more 
detail and guidance would have been a wel- 
come addition. 

Movement chough Wayne’s Aurora-based 
world is expeditious thanks to the way cool 
interfaces and solid programming. My copy 


only once required the three-finger salute 
(CTRL-ALT-DEL), and getting both in and 
out of the program takes a matter of seconds, 
especially since Wayne’s Worldspoxts no copy 
protection. Saving a game takes all of a milli- 
second, although some annoying delays will 
occur during conversations. Perhaps too 
much time has been allotted for the Waytze’s 
World^Avnt player to real aloud each word on 
the screen. Perhaps Capstone believes that 
prospective users will more often than not be 
Garth clones. Perhaps Capstone believes 
we’re all not worthy! Are they mental? Are we 
mental? Do monkeys fly out my butt on a nightly 
basis? 

That’s it... I’ve lost It!!! Wayne’s World is the 
greatest thing since MADONNA DROPPED 
HER TOP.. .not!!! yes it is!!! no it isn’t!!! 
auunghU! SHWIIINGH! SHWHINGH! SHWT 
IinillNG!!! 

So much for therapy. 

Wayne’s World\s, like, fiin, man. It’s here for 
a good time, not a long time, so experienced 
adventuring dudes and babes may want to 
look for something a little more enduring. 
Newcomers attracted to the game for its sub- 
ject matter will find good humor, unexpected 
twists, and an odd setting, separating it from 
other efforts in this genre in these respects, 
while being rather typical in all others, cgw 



“Baseball heaven” 


- Mike Douglas, online game player 


"Has no rival" 

- PC Magazine 


"Sparkles with 
unalloyed brilliance 
...truly belongs in a 
league of its own.” 

- Game Players PC 
Entertainment 
Magazine 


"Braathtaking 
... stuNMing... 
a landmark 
product" 

- Sports Game Review 


"True baseball 
fanatics can slide 
head-first Into 
baseball fantasy” 

• New York Times 


Call now to order 

1 - 800 - 654-5472 

Ext.lQ 

(Open 24 hours) 


APBA presen/s BASEBALL FOR WINDOWS 
Only S69.95 plus shipping, No-Risk 30 day money 
back guarantee. 

Miller Associates. 11 Builis Ave. Suite 200. New Canaan. CT 06640 


Compete against friends, challenge the 
computer, or relax in Spectator Mode. 


Share the sense of time and place 
known only to true baseball tans. Playing the 
computer game Baseball for Windows is like 
being on the field. Includes four powerful 
programs that put you in control - 

•Baseball • StatIVIaster 

• League Manager • Aduanced Draft 


HAVE YOU EVER WONDERED 
WHY THOSE OTHER "SIMULATIONS" 
ARE SO UNREAL? 

PERHAPS, WHILE DOING MORE 
PICTURES, 

THEY FORGOT ABOUT 
RESEARCH. TESTING, & DESIGN. 

WE DIDN'T. 

SIMULATIONS CANADA... 

FOR SERIOUS WARGAMING 

NAVAL COMBAT: 

••■Nciv'*'RBD SKY AT MORNING, Global Naval Strategic Combat In The 
Modern Era. 

’'''*Ngw*”MAN of war, Grand Tactical Naval Combat Under Sail, 1765 - 

1816. 

TITE MIDWAY CAMPAIGN. Operations In The Central Pacific. 1942. 

THE SOLOMONS CAMPAIGN, OpcFaliohs In The South Pacific, 1942-1943. 
FLEET MED, Tactical Naval Comlaat In The Med, 1939-1943, 

MALTA STORM, The Battle For The Mediterranean, 1941-1942. 
KRIEGSMARINE, Tactical Naval Combat In The Atlantic, 1939-1944. 

NORTi lERN FLEET, Modern Naval Operations In The Atlantic Ocean. 

GRAND FLEET, Tactical Naval Combat In The North Sea, 1906-1920. 

IN HARM’SWAY. Tactical Naval Combat In The Pacific. 1943-1944. 

LONG LANCE, Tactical Naval Combat In The Pacific, 1942. 

SEVENTH FLEET. Modern Naval Operations In The Pacific Ocean. 

FIFTH ESKADRA, Modern Naval Operations In The Mediterranean Sea . 

GREY SEAS, GREY SKIES, Tactical Modern Naval Combat . 


ORDERING INFORMATION. PLEASE READ CAREFULLY; All games are 
$60.00 each for Americans, $80.00 each for Canadians {GST included), and 
$65.00 each for purchasers outside North America. We will let cheques clear 
before shipping (6 weeks!) , so, money orders are preferred. PLEASE be sure 
to iGlI us which computer you own. '“Purchasers from outside of Canada 
should send payment in U.S. funds." Nova Scotia residents must add an extra 
10% of the total for Provincial tax. 

SIMULATIONS CANADA.P.O. Box 452, Bridgewater, NS, Canada, B4V 2X6. 
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quest gurne. 
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graphics and 
supeib gomeploy 
unmatched by any 
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style map gome 
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I resource monage- 
I rrenl to epic pro- 
I portions. As either 
I the honorable 
I Alreides, the mys- 

I the Brutal 
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1 must overcome vio 
I lent know and 
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the planet of Dune. Select from three very dif- 
ferent Houses. Build tanks, turrets ond more 
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Feotures over 1MB of digitieed speech, and 
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Floy with the best — 
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Complete with oil 
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option, and so much motel 
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Leisure Suit lorry I - VGA 

Leisure Suit lorry V - VGA 

Leisure Suit Larry V Hint Book 

lemmings 

lemmings il 

links 300 Pro: Banff Springs 

Links 366 Pro' Bcllroy Course . 

links 3B6 Pro; Innsbrook Course 

links 3fJ6 Pro; Mauna Kea Course.... 

links 386 Pro; Pinohursl 

lost Treasures of Infocom I 

lost Treasures of infocom II 

Lost Vikings 

lure of the Temptress 

MS Arcade for Windows 

Master of Orion 

Mclol S loco 

Michael Jordon Flighi 

Micfoleogue Boseboll/FootboU 

Microsofi Space Simulator 

Might & Mogic: Cbuds of Keen 

Might & Mogic: DorkSide of Xeerr .... 

More Incredible Machines 

More VoQos Gomes for Windows 

Pacific War 

Perfect General 

Perfect Generol Greet Boirics 

Polled General WWII Scenario 

Pinball Droams 

I’rrolosl Gold 

Police Guest IV 

Pool Shork 

Populous II 

Powormpngor 

Pfince of Persia II 

Piivaieer 

Privaleer Speech Pack 

Piophixy 

Ouaricr Pole 

Quest lor Glory I 

Quest lor Glory III 

Roiliood Tycoon Clossic 

Roilrood Tycoon Moster Hint 

Reolms ol Arkonio 

Reolms of Arkonio Hint Book.. .. 


Humans must learn 

throughout all 1 60 
levels, They can do 
this by using and 
sharing tools thot 
are "discovered'' 
ilang the way. 

how to be 
stacked upon eoch 
other's shoulders lo 
get up to heights 
they connol rcoch. Cooporolion is ihe key In 
this world of dinosours ond enemy Irlbes. 
Features eight origrnol sound tracks, colorful 
onimolions ond three levels of difficulty. A 
lololly addictive experience, not to be missedi 
Colch The Humons now pvotloble on CD- 
ROM 



$25 


Prepore yourself for 
u casino gaming 
experience! The ulti- 
mate gaming tutor 
and simulator. 
Includes the 160- 
page study guide, 
"Beat the House 
Companion." 
Featuring slot ^ 

jock, roulette, video 

Beginners will learn 
'casino play, 
n siToregic 

irsg techniques os well os profitable bethng 

each other, or computer players wi^ hll ihe 
empty scots Anyone con be o High Roller 
when they know how to 'Beat The House!" 



OAA A AO Tyi/IAEXT. VOIC£:508-443-6125 
325 FAX;508"443"5645 
31 Union Ave., Sudbury, MA 01776 

i FAX:00n-508-443'5645, 

X{i.CoapuServeID:70007,1534-C-Affl 0 5: 23fS5 ' 

fflia(c.iu(?5r2rtH5iaKt«s^t 

FREE UPS GROUND SHIPPING ' 

10,000 IN STOCK ITEMS 

Circle Reader Service MS 


Red Boron • VGA 

Red Boron Mission Builder 

Rad Crystal 

Red Storm Rising Classic 

Roturrs of llic Phonlom 

Rerufn lo Zork 

Rome; Polhwoy to Power 

Rules of Erigagcmcnl It 

Scenery Colloctiori USA East 

Scenery Collodion USA West . . . 

Seal Team 

Secret of Monkey Island II 

Seven Cities ol Gold Comm. 

Shodow Cosiet 

Sid Men's Trilogy 

Silent Service II Clossic 

SimEoilh Windows . 

SimFcrm 

Simtife for Windows 

Soliloirc for Windows 

Sohloire's Journey Windows 

Spoco Hulk 

Spoco Quest V 

Spear of Destiny Hint Book . . . 
Speor ol Destiny Wolfansiein . 

SpeclioPC 

SpoueJ Rocot Chollenge Racer X .. . 

Sror Trek: 25rh Aiiriiv. Hint Bk 

Star Trek. 25lh Anniversary 

Sireol Fighlur II 

Sirtke Cornmandor • VGA 

Sirike Commander Ployers Guide ... 

Slriko Commander Speech Pock 

Sirike Commander Tactical #1 

Sirip Poker Prolessionfsi 


Summoning 

Syndicate 

Terminator 2029 

Tetris Trio 

Tony LaRussa BascboH II 

Tony loRusso Basaball II; 1 992 

Tony LaRussa II: AISNL Stodiums.... 

Tony LaRussa II: Fantasy Draft 

Tornodo 

Ultimo Underworld 

Ultimo Underworld II Mini Book 

Ultimo Underworld II: lobyrinth 

Ultima VII Port 2: Serpent Isle 

Ultimo VII Part 2 Silver Seed 

Ultimo VII: Forge Viilue Add On 

Ullimo VII. The Block Gate 

Ulirobois 

Unnecessory Roughness . . 

V for Viclory. Market Gorden 

V (ot Victory; Uloh Beutn 

V for Viclory: Vel'kiyo luki . 

Vegos Gomes for Windows .. 

Veil of Ootknoss. .. 

Warlords II 

Warriors of Legertd 

When Two Worlds Wot . . 
Wirvg Commonder Academy 

Wing Commonder II w/Speech 

Wing Commander II Operation I ... 
Wizprd'y; Crusoder Dark Sovanl.... 

World Circuit Grand Prix 

X-Wing... . 

X-Wing Official Guide 

XWing B Wing Tour of Duty 
X-Wing, imperiol Pursuit . . 
Ysetbius 




Oidets accepted on our toll-free number Mon-Sal B:30 lo 6:30 EST Same day shipping on in- 
stock Items Continental US shipments; UPS Ground Handling Charge S3. Anborne ouernighi 
S7. International shipments: UPS Express cost based on woigW. Canadian, APO. FPO ship- 
ments US Mail cost based on weight. No Sales Tax except lor MA aod 5“o Persorsal checks 
accepted, allow 5 business days tor processing. No CODs. Products covered by manulacluter's 
warranty. Defectives replaced immediaiely. item availabitily and pnee subject to change without 
nolice. All specials and promotions limited while supplies last Educational, government, and 
corporate purchase orders weicome. 15*0 feslockmg lee lor all non-delechve returns. Part » 
ippresents 3.5' lloppy. except where noled 













CD-ROM Review 



Pmlfe On The Ran 



EGIM 


Iron Helix Makes A Mad Dash For The CD State-Of-The-Art 


A lthough Spectrum HoioByte’s first 
CD-ROM release, Iron Helix, is the 
product of creative presentation more 
than originality, it is not another case of sub- 
stance sacrificed for style. Drew Productions 
has pulled off a fine CD (coup d’etat) by 
making the most of the CD-ROM’s limita- 
tions and putting dramatic shortcomings to 
work for them, proving once again that good 
design still means less is more. 

Inside Intricate 

Sure, the science fiction story is secondary to 
the arcade action of the game, but it’s worth a 
brief look behind the scenes at how the tal- 
ented design team approached this project. 

First, start by borrowing from some well- 
worn movie scripts. Rework these successful 
formulas and contrive a tension-driven game 
where the absence of characters becomes part 
of the story. Since the crew is dead, there’s no 



need for annoying load times and delays asso- 
ciated with complicated, character intensive 
games. To offset the lack of characterization, 
video logs of crew members provide a sem- 
blance of personal interaction. 

Next, develop motion-picture quality 
graphics and animations to create a superb 
cinematic gameplay environment, reminis- 
cent of such films as Star Wrtrrand where 
hardware and spaceships showed signs of “re- 
alistic” wear and tear. Then, lay out an unpre- 
tentious, yet believable, control interface that 
responds incredibly fast considering the exist- 
ing limitations of CD-ROM technology. 

And that’s all there is to it. 


by Mnxzvell Eden 

The Scenario 


ship’s computer has deployed a well-armed 
Defender Robot sentry to eradicate the crew, 
now perceived as a threat to the computer- 
controlled mission. 


Distress Beacon 

Who should receive the Captain’s emer- 
gency video log, but you — the player — a sci- 


Late in the 24th Centuiy, a cold-war exists 
between Earth and an alien race called the 
Thanatosians. So, what else is new? 

The game is lean and mean with no mean- 
dering subplots to get in the way of a 90-min- 
ute dash to avert an intergalactic war. Because 

there is no “click-and-wait,” load times or - . • , , - • , ■ 'i • i • 

■ 1 /-^r, I I I entist aboard an unarmed spaceship doini 

other on-.scrccn interrupts, the CD playback i - i • i i /-> i i • i r-1 ■ : 

_ j- -Ml '1 bioloaical research. (Jn board IS the Darwin 

medium is all bin transparent, creating the c - ■(' r, i i 

■ 11 • r I • I • ° hcicntilic(.)bsei'verrrobc,awcapon esszoo- 

illusion of gameplay in real time. i ■ i r j li-i-rr 

_ , . ° . , , logical crali used to study alien lire forms, 

_ Evoking anticipation andanxiety. Iron Helix j, eluding their DNA structure, 
immediately propels players into a ncive- 
wracking drama. The addictive pace begins 
with the runaway, renegade SS Jeremiah 
Obrian, an enormous starship destroyer carry- 
ing a secret doomsday weapon — code name: 

Iron Helix. The weapon is a virus that mutates 
the DNA of an organism and attacks the 
immune system, killing its host in the process. 

During a wargame simulation, the Obrian’s 
computer goes berserk and takes control of the 
dreadnought. The ship’s computer isn’t fool- 
ing around; it has targeted a peaceful Earth- 
like Thanatosian planet where it will drop its 
horrible payload, annihilating the inhabitants 

and igniting a galactic war. . i i r . i i 

r- I r r r . As hotli huc and the game s developers 

FortLmattly, for the purposes of enterttun- cheplayerjiistmii;hrhavetiway 

ment, Murphys Law still haunts Che universe beating the odds. Interesciiiglv, the De- 
centuries front now. Not only has the com- ,^„^bot and the Dartvin Probe are ma- 

puter failed to recognize the difference be- biat are opposites in purpose, yet 

meen a sintulation and a real attack but the unaoually matched: One btiih to 

dreadful vittishassomehowescaped.lhectew bte other to discover new life forms. 

hasbecomeinrcctcdandthcirDNAhasbegun ni / > • i 

c- Players must get into the cat n mouse mind 
mutating. - • ° ■ 

Since the virus alters 
rhe unique DNA signa- 
ture of an individual, 
the computer refused to 
acknowledge the crew’s 
altered DNA-based rec- 
ognition system. As a 
result, all hands, includ- 
ing the Captain, were 
unable to access ihe 
computer and override 
the attack plan. 

If death doesn’t come 
from rhe virus first, the 



set of the game and outwit rather than outfight 
the Defender Robot. 


Iron Helix 



TlTLfc: 

PRICE; 

SYSTEM; 

REQUIREMENTS: 


PROTECTION: 

OEVHl-OPEK; 

PUBI.ISHER; 


Iror^ Helix 
S'JD.'JS 

Mndnlosli wilh CD-RO.M 

MdclDlosli Color Classic or beUcr, 4MU RAM 

(SMB tecommecided), CD-ROM drive 

(1 50 Kb/sec transfer rale or better!, color monitor 

wilh 256-color (8-bit) gra|)hics capability, 

7MB hard drive sjaace. System 6.07 (witii 32-l)il 
Quickdraw or System 7); incompatible with 
NEC CDR-25 CD-ROM drive 

Drew Pictures, Inc. 

Spectrum HoloByle, Inc, 

2490 Mariner Square Loop 
Alameda, CA 94501 
(510)522-1164 


144 


Compiiler Gdiiiiiif’ World 




REASONS WHY 

FLIGHT 

SIMUUTORS 

WILL NEVER 

BE THE SAME.. 


Circle Reader Service #138 



THE FIRST SUPER- VGA FLIGHT SIMULATOR 




F rom the flight fanatics at Domark 
comes the first-ever strategic flight 
simulator designed for full-screen SVGA 
graphics technology. This is not a typi- 
cal flight sim. SUPER- VGA HARRIER 
blows the competition out of the sky 
with super-fast, siiky-smooth screen 
update — at tiuice the resoiution! Now 
you can experience a much iarger 


visuai world, where objects are sharper, 
cleaner and can be seen for miles. 

“Harrier receives extremely high marks 
for graphics which are the best I’ve ever 
seen - BETTER THAN FALCON. 

The expiosions and ground detaii are 
reaiiy great,’’ 

— PC SomcBs Magazine 


"After playing Harrier in SVGA, all 
other flight-sims look like they are 
being played through a telescope... Not 
so long ago, a few glimpses at miUti- 
milUon dollar serious flight simulators 
produced memories of images not far 
from those present in Harrier; very 
simply, it’s that good." 

— Strategy Plus Magazine 



1 - ^ 




i<Uh 


Screens shown; 640x480 256-color SVGA resolution. 
IBM PC/COMMTIBLES: Available October 1993 

Super-VGA Harrier ©1993 Oomark Group Ltd. 

Published by Domark Software Lid. 

Programmed by Simis Ltd. Graphics by the Kremlin. 

Sound by Martin Walker. Produced by Jim Tripp. 

Falcon is 3 trademark of Spectrum HoloSyte. 1901 



%loByte ,.8S«; 

(orders only). 


1900 S. Norfolk St., Suite. 202, San Mateo, GA 94403 415/S13-8929 
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FIRST-EVER COMPREHENSIVE FLIGHT MODELING SOFTWARE 



ADVANCED 


Fiirar smuiMTn 


CREATE YOUR OWN PLANES, 
OBJECTS & BATTLEFIELDS 
— IN SUPERVGA! 


Domark set the standard 
with Sui>i-:r-VGA HARRIER, the 
first-ever SVGA strategic flight 
simulator. Now, we're pushing 
that standard to new heights! 
FLIGHT SIMULATOR TOOLMT, 



the first 3-D flight modeling 
softivare ever produced for your 
PC, is Domark's second offer- 
ing in its Advanced Sim-Serh-s ' 
state-of-the-art flight simula- 
tor product line. 




1 

1 



•S 

—9— 




FST is revolutionary. It’s 
powerful, sophisticated, and 
easy to use. Technophiles will 
appreciate the attention to 
detail — cockpits include mod- 
ern instrumentation, such as 
OBI, DME, and Glidescope — 
as well as the ability to build 
eveiydetiul of their sim world. 

In a hurry? Not interested 
in building every last plane, 



Screens shown: IBM 256-color SVGA displays. 
IBM PC/COMPA’I'IHUS: Amiiubk Noi’cmher 1993 
nw]ulres VVIniJows'“ 3.1 
Flight Simulator Toolkit ©1993 Domark Group Ltd. 
Published by Domark Software Ltd. 

Programmed by Simis Ltd. 

Graphics by the Kremlin. 





1900 S. Norfolk Sl., Suite. 202, San Mateo, CA 9J403 4 1 5/513-8929 


tree, truck, valley or skj'scraper? 
No problem. Just check out the 
extensive library of clip-art 
imagery: aircraft, ground tar- 
gets, landscapes and objects. 
You’ll be streaking through the 
heavens in no time! 

FLIGHT SIMULATOR TOOLKIT. 

Yoim AIRCRAFT. YOUR LANDSC\PF.S. 

Your missions — YOUR WORLD. 



Visa/MC orders: 
call 24 firs a day, 
7 days a week: 

1-800-635-GAME 

(orders only). 


DISTRIBUTED BY 

Spectrum 

HoloByte 


Circle Reader Service If) 40 




Probe Able Cause 

Once one accepts the mission, a feisty Female 
Admiral explains, via video transmission, what 
action must be taken to stop the biological 
holocaust. The player must then complete 
four separate phases of gameplay: collect 
DNA, locate video clues, eliminate the De- 
fender Robot and destroy the Obrian. 

Via remote control, the player pilots the 
unmanned Darvvin Probe through the vast 
destroyer’s eerie corridors, chambers and lad- 
der chutes. One must steer the Probe in a deck 
by deck search for DNA samples that provide 
access to the video logs left behind by the dead 
crew. The video messages contain the clues 
needed to stop the Defender Robot and de- 
stroy the Obrian. 

Searching for the proper clues necessary to 
advance to the next stage of the game is just 
the beginning. The player’s Probe must con- 
stantly elude the ship’s deadly Defender Ro- 
bot sentry who relentlessly stalks the Darwin. 
If a Probe is destroyed, players have two more 
Probes, and thus two more chances, to win 
within the allotted time. 

Student Driver 

After a movie-like animation sequence of 
the Probe entering the Obrian’s shuttle bay, 
the screen presents the player with Daiwin’s 
well-worn Control User Interface, a panel 
that’s uncluttered, easy-to-learn, and func- 
tional in its simplicity. 



Clicking on the navigation arrows or using 
the keyboard, the player moves the Probe in 
the desired direction, including up and down. 
A few mouse clicks are necessary now and then 
to access various controls and functions, as 
well as to activate the Probe’s Robotic Arm for 
interfacing with the ship’s computer termi- 
nals. 

Contributing to the claustrophobic feel of 
the game, the control panel features three 
small screens: two video feedback monitors 
and a Map Display Screen, which offers vari- 
ous schematic views of the ship, including a 
3D orthographic mode that locates the De- 
fender’s position in relation to the Probe’s. 

Staying alive means tracking the Defender’s 
movements at all times. A Jam Signal Button 
is available for the most dire of situation; at 
close range, pressing this button will tempo- 



rarily disorient the Defender. Though it docs 
use a lot of precious energy, it’s the only option 
when the Probe gets backed into a dead-end. 

The clock is running and the Defender 
never stops hunting. The Probe can take ele- 
vators, fly up and down ladder chutes, and 
move through corridors of the six-story 
Obrian. One can check out the Science Lab 
and a lavatory' for sights easily overlooked, and 
access the crew roster from one of the termi- 
nals. (Hint: There’s a safety zone in Engineer- 
ing where the Defender can’t find the Probe.) 

Briefing 

Don’t skip the well-written, mercifully slim 
manual that provides hard copy of the sto- 
lyline, background information and nuances 
that make the game more enjoyable. The 
documentation also includes tips with a warn- 
ing to players that further reading will reduce 
the challenge of figuring out the game on their 
own. Purists can struggle with this double- 
edged offering for themselves. 

With five skill levels of increasing difficulty, 
the game offers excellent replay value. The 
scenarios don’t just get harder; each skill level 
is another game, where all clues, videos and 
solutions arc different with no discernible pat- 
tern. In the higher levels, the Defender is 
smarter and clues arc harder to find. Players 
should use skill level one to familiarize them- 
selves with the Iron //f/A environment before 
moving on to serious tactics and gameplay. 

Pumping Iron Helix 

Iron Helix has much in common with the 
film Blade Rtinner. In both productions, futur- 
istic set design and atmosphere dominate in- 
stead of characterization. Since the game’s 
principle players, the Destroyer, the Defender 



and the Probe, arc all non-human, the sce- 
nario upon which the game is played becomes 
the star. 

Iron Helix uses first-rate, realistic details to 
develop its neo-gothic, surrealistic world. The 
player sees Hollywood-standard cinematic se- 
quences when the Defender Robot is defeated; 
the Probe uses a search light in darkened areas 
of the ship; the Probe’s on-board computer 
randomly malfunctions, requiring a reboot to 
get the system on-line again; the Thanatosians 
come to life through the sounds of the opening 
sequence; and fine actors portray the crew 
members in the video logs. 



CD 

s 

9 




'[Mi 




Since the game relies heavily on believable 
sound effects and its metallic, techno-beat 
score to boost the mood of the savx’y space 
opera, you shouldn’t play the game without 
external stereo speakers. 

On Probe-Ation 

There’s one notable hiccup that the design- 
ers should be razzed for: When the player’s 
time runs out, an animation sequence shows 
the Obrian deploying the deadly Iron He- 
lix. . .and the Thanatosian planer exploding. 

That’s one hell of a virus! 

This is a minor lapse in logic in an otherwise 
tightly-constructed script. The designers have 
rectified and enhanced this shortcoming for 
the upcoming PC release. 

Video Log Summary 

How well a computer-generated game 
draws the player into its artificially-induced 
reality is the final litmus test for a game of this 
type. Iron Helix racks up the kills here. The 
full-color, photo-realistic world and the seam- 
less CD technology provide top-notch sus- 
pension ofdisbeliefand an intensely satisfying 
experience. Any player cariying even a reces- 
sive gene for susceptibility to puzzles and fast- 
paced action will enjoy this cinematically 
superb game. 

Note: Players shotdd make sure they have the 
most recent release of their CD drivers. Also, 
players with color video display interface cards 
and a monitor capable of changing the display 's 
resolution, such as an NEC Multisy)ic EG moni- 
tor, should change the screen to 640 X 480 (53 
DPI) mode for a larger viewitig area of the 
Probe's cofttrol panel, cbw 
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IBM Mac 


AO&D Dragonlance Kit 43 
AD&D Starter Kit 31 

AD&D Stronghold 38 

AD&D Unlimited Adven. 38 


Is Tale 3 


32 


Sep 


at Kfondor 
Challenge of 5 Realms 38 

Darkside of Keen 44 
Dark Sun 

Grey Isles Camp. 
Daughter of Serpents 19 
Eric the Unready 37 

Eye of Beholden 19 

Eye of Beholder 2 19 

Eye of Beholder 3 42 

Havlar Nov 



lo Zork 
ankey Island 1 37 37 
onkey Island 2 39 37 
aster 43 - 

3 ate • 25 

gate (Windows) 38 - 
ling. The 38 • 
37 - 
37 - 
19 - 
49 ■ 
17 - 
49 • 


Forge of Virtue 
Ultima 7 Pah 2 
The Silver Seed 
Ultima Trilogy 1 
Ultima Trilogy 2 
Ultima Underworld 1 
Ultima Underworld 2 
Uncharted Waters 
Warriors of Legend 
Wizardry Trilogy 
Wizardry 5 
Wizardry 6 (Bane) 


43 43 
22 • 
34 • 


Adventure/Role-Playing 


IBM Mac 

Alone in the Dark 38 - 
Amazon 38 - 

Batman Returns 42 - 
Blue ForceiNext of Kin 42 - 
Carmen San Diego Series 
Where in Past - 37 

Where in Europe 34 - 

Where in Space 49 - 

Where in Time 34 - 

Where in USA 34 48 

Where in World 34 - 

Where in World Dlx. 49 - 

Champions Dec - 

Dagger olAmonRa 42 42 
Day of the Tentacle 37 • 
DejaVu1&2 31 25 

Elvira 2 43 - 

Freddy Pharkas 42 - 
Indy Jones/Fate Atlants 39 37 
Leisure Suit Larry 5 42 42 

Lost File Shrlok Himes 26 - 
Lost Treasures Inicom 33 42 


AD&D Gold 
Box Series 

Pools Radiance, Curse of 
Azure Bonds, Secret of 
Silver Blades, Gateway to 
Savage Fronlier, Treasures 
" Fronfer.Cham- 
, Death Knights 
Queen Krynn 
are all specially pricedi 


Lost Treasures Inicom 2 20 37 

Maniac Mansion 2 37 • 

Police Quest 3 42 • 

Sam S Max Hit Road 33 - 

Savage Empire 39 - 

Seal Team 39 - 

Uninvited (Windows) 39 • 

Veil of Darkness 37 - 


Slonghold 
by SSI 


Stronghold 

Build your own DSD 
Kingdom with over 100 
structures including cas 
ties, forges, mines, market 
places, towers, temples, 
cottages, schools o( magic, 
MIcro-Manage every defail 
or assign chore to the com 
puter. 


IBM Mac 

Battlelech Powerhits 20 - 
Bloodnet 38 - 



Cyberspace 

Dominion - 

Dune 37 • 

Dune 2 37 - 

Flashback 32 ■ 

Gateway 38 - 

Gateway 2:Homewor1d 38 ■ 
Masters o1 Orion 38 • 
Mechwarrior 2 Nov - 
Out ot this World 37 37 
Privateer Dec - 

ProtostanWar Frontier 42 - 
Rex Nebular MPE 38 • 
Ringworidflevenge Patr37 - 
Space Hulk 39 ■ 

Star Control 2 37 • 

Star Trek 25th Anniv 36 • 
Star TrekiNext Gen. Sep - 
Strike Commander 49 • 
Pack 19 - 


Speech P, 
Syndicate 


Terminator/Rampage 43 


Wino Commander 2 49 - 

Spec. Ops 1&2 19 ea- 
SpeechPack 15 - 

WingCommdrAcdmy 33 - 

X-Wing 42 • 

Imperial Pursuit 19 - 

B-Wing 19 - 


7th Guest 

12 Rds to Gettusburg 
Battle Chess Enhanced 
Blade 
Bloodnet 

Buzz Aldrin Race/Space 
Challenge 5 Realms 
Chessmasier 3000 
Chopper Pack 
Conquest of Longbow 
Cyberspace 
Dagger of Amon Ra 
Dark Sun 


Avatar Adventures 13 

CivilizatiorVRome 640k 12 


Red Crystal „ 

Seek out the seven secrets! 
o( llle! Can you forge | 
through file evil thailurks ini 
the depths of the eerie dun r 
geons, ominous castle tow ! 
ers and the savage coun t 
tryside? Play alone or with 1 
a partner. Supports 
modem play, 


Clouds of Keen 15 

Daggerof Amon Ra 10 

Darklands 13 

Darkside of Xeen 13 

Lost Files Sherlock Holmes 11 
Lucasfilm Air Combat 12 

Might & Magic Off. Guide 12 

Might & Magic 3 or 4 13ea 

Quest for Clues Series 
Book ot Orbs 11 

Manual of Swords 11 

Books3or4 19ea 

Railroad Tycoon 12 

Ringworld 8 

Run 5 Magazines 5ea 

Secret Monkey Island 1&2 10ea 
SIMEailh: Strategy Guide 12 

SIMUie: Strategy Guide 12 

Star Control 2 11 

Star Trek 25th Anniversary 10 
Strike Commander 10 

Ultima; Olticial Book 12 

Ultima 7 10 

Uitima7Part2 10 

Ultima 7/Underworld 1 11 

Ultima Underworld 1 or 2 11ea 
V for Victory: Battle Book 12 

Wing Commander 1 & 2 Bk 12 
Wizardry 6 (Bane) 10 

Wizardry 7 (Crusaders) 13 


IBM Mac 

CH-Ftightstick 42 - 

CH-Flighlstick Pro 54 - 
CH-Virtual Pilot 66 • 
Gravis Eliminator Card 29 - 
Gravis Joystick Pro 39 - 
Gravis Ultrasound 130 • 
Pilot Control Stand 26 ■ 
ProAudioSpectrum 16 199 - 
Pro Audio Spctrm Plus 145 ■ 
SoundblasterASPie 235 • 
Soundblaster Pro Delx 130 ■ 
ThrustMaster Series 

Flight Slick 66 - 
Flight Stick Pro 107 - 
Game Card 29 ■ 
Rudder Pedals 109 • 
TSR'S 12ea - 

Control 69 • 
Control 2 95 - 




IBM Ami 

B-17 Flying Fortress 19 - 

Command HQ 15 • 

Crisis in the Kremlin 19 - 

Eye of the Beholder 1 19 • 
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S war for total control 
south Pacific with 
historically accurate forces I 
lhal challenges players to 
rewrite history. Command 
Naval, Land, and Air 
Forces, Supports modem 
play. 


Pacific War 47 • 

Panzer Bailies 26 29 

Red Sky at Morning 39 - 

Rommel North Africa 26 29 

Secret Wepons Luftv/af 44 - 

DO-335 20 • 

HE-162 20 - 

P-38 10 • 

P-80 30 - 

Silent Service 2 Classic 22 - 

Task Force 1942 35 • 

V for Victory Series 

Gold, Juno, Sword 43 43 
Kasserine Pass DecDec 

Market Garden 43 43 

Stalingrad DecDec 

Utah Beach 43 37 

VelikiyeLuki 43 43 

Victory at Sea 43 43 

Victory Pack Oct - 

Western Front 22 - 

WWILBattles of Pacific 



I Mac 



Buzz Aldrns Race/Sace 42 - 
Commnche:Max Ovrkll 43 • 
Expansion Dsk. tfl 25 - 
Expansion Dsk. #2 25 - 
Conflict Korea 19 • 

Conflict Middle East 19 • 
Crisis in the Kremlin 19 - 
Empire Deluxe 38 • 
Scenario Disk 20 - 
Empire Deluxe (WIN) 38 • 
F-117ANighthawk 28 - 
F-14 Fleet Defender Dec • 
F-15 2 Classic 22 • 

F-153 38 - 

Voice Commander 18 - 
Falcon 3,0 45 - 

Op, Fighting Tiger 25 - 


Dec • 


Falcon M ( 

Flight Sim 5.0 
Grandest Admiral 
Gunship2000 28 - 

Campaign Disk #1 22 • 
Halls of Montezuma 27 29 
Harpoon 26 39 

Battleset2or3 19 • 
Battieset 4 23 26 

Harpoon DsgnrSries16 32 
Harpoon Dsgnr Snes 2 26 26 
Harpoon Signature Edit 49 49 
Harpoon 2 49 Oct 

Harrier Assault 37 - 
Jet Fighter 2 42 - 

Jump Jet 38 - 

Ml Tank Platoon 29 • 
MacArthur's War 32 - 
Patriot 25 - 

Perfect General 38 - 
WWII Scenario 22 • 
Great Battls 20lh Cen2S • 
Red Sky at Morning 39 - 
Red Storm Rsng C!assic22 - 
Seal Team 38 • 


Warlords 2 

Play the sequel to the high 
ly addictive, hugely sue 
cessful, award-winning 
Warlords! Now, Warlords 2 
gives you more of every 
thing, all displayed in fabu 
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Ihe Russian Revolution 


Spectrum HoloByte’s Mig-29 Rips Through The Iron Curtain 


by Tom "KC" Basham 


C limbing into the cockpit of a MiG-29 
and locking onto a US fighter might 
feel strange the first time. The red stars 
no longer represent your mortal enemy, but 
your wingmen. The familiar F- 1 6 is nowyour 
dreaded nemesis, and the technologically ad- 
vanced US arsenal now focuses on destroying, 
rather than protecting, you. Yes, comrades, 
modern air combat is a whole ’nother can of 
borscht in Spectrum HoloByte’s MiC-29, an 
add-on program for Falcon 3.0. 

Behind The Iron Curtain 

In MiG-29, the player lives the life of a 
Russian pilot in the Frontovaya Aviatsiya 
(Frontal Aviation), the tactical combat 
branch of the Voyenno Vozdushnyye Sily, 



the Soviet air force. The Soviet Union of old 
is gone, but somebody still has to keep those 
pesky Americans from nosing around in eve- 
r)'body’s business. 

The MiG-29 is a completely different ma- 
chine from the F-l6. In some ways, the MiG 
is clearly superior to the F- 1 6, but falls short 
of the mark in other categories. Spectrum 


HoloByte, with very little information avail- 
able to them, have attempted to model both 
the strengths and shortcomings of the MiG- 
29. 

To begin with, the MiG-29 lags far behind 
the F-16 in terms of avionics. The cockpit is 
littered with analog dials and small indicator 
lights. Though it bears little in common with 
photos of the actual cockpit, the overall “feel” 
of the analog cockpit is maintained. A combat 
pilot from World War II would probably feel 
much more at home sitting in a MiG-29 than 
an F-16. The HUD displays basic flight in- 
formation, but is less informative than the 
F-l6’s HUD, especially when displaying in- 
formation about locked targets. Since little 
public information on MiG avionics is avail- 
able, MiG-29s Radar Display is loosely pat- 
terned after the radar electro-optical display 
(REO) used in Falco}i, but like the HUD, 
displays less information than its Fa.lcon 
counterpart. 

All is not archaic in the MiG-29 cockpit. 
Two features set the Russian aircraft far ahead 
of many of its opponents: the helmet 
mounted sight (HMS) and 
the Infra-Red Search and 
Track (IRST) system. The 
helmet mounted sight is ex- 
actly what the name sug- 
gests — a monocle mounted 
on the pilot’s helmet that pro- 
vides valuable targeting infor- 
mation when looking away 
from the HUD. Visible only 
in the padlock mode, the cir- 


cular monocle overlays the target in the lower 
3D window. Symbology is displayed within 
the monocle indicating the targeting and 
weapons status. The monocle can be used to 
acquire an off-boresight lock-on, meaning 
the target aircraft is not directly in front of the 
attacking aircraft, but on-board weapons are 
still tracking it. This allows the pilot to em- 
ploy missiles against the target more reliably 
without switching out of padlock mode. 

The HMS does have a few glitches. Al- 
though generally reliable, switching from 
padlock to foiward view or vice versa usually 
results in the lock being momentarily broken. 
This can be annoying, especially when 
switching into padlock mode. Also, although 
missiles can be aimed by this off-boresignt 
mode, they still suffer from poor hit rates 
unless fired from very low aspect angles. 

The IRST makes the MiG-29 a silent, but 
deadly foe. The IRST works by tracking heat 
emissions from target aircraft instead of by 
radar. Since the IRST only monitors heat 
from the target and never emits any signals of 
its own, it is completely undetectable by radar 


MiG-29: Deadly Adversary of Falcon 
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Alameda, CA 
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warning receivers. A MiG'29 could have an 
IRST lock on an F-16, and the F-I6’s TWI 
will be dead silent. Only after a missile is fired 
and the launch warning sounds will the target 
know he has been stalked. Both radar-guided 
and heat-seeking missiles can be targeted us- 
ing the IRST. 

The IRST, which is limited to onlva lOnm 
range, places the MiG’s radar (code-named 
“Slot Back” by NATO) into standby mode. 
If the locked target moves out of IRST range 
or passes behind a cloud (which blocks the 
target’s heat signature), the IRST will auto- 
matically activate the radar to maintain the 
lock. Although this can betray the MiG to its 
prey, it protects the attacker from losing a 
lock at some critical moment just before a 
weapon is launched. 

The IRST does have a minor glitch, but it 
doesn’t really affect play. As a result of the 
inccrnal mechanism used to determine if a 
target is locked or not, sometimes targets at 
greater than lOnm ranges will briefly be 
locked on to by the IRST when switching 
from standard radar scanning mode to IRST 
mode. These phantom locks last less than 1 
second and provide no significant advantage 
to the MiG-29 player. This has led to some 
concerns that the IRST was supposed to work 
at longer ranges, but is broken. This is not the 
case. 


Yeali, But Will It Fly? 

'Fhe MiG-29 is an old-fashioned, stick-and- 
rudder, thinkin’ man’s aircraft. Unlike the 
fly-by-wire F- 1 6, in which a computer moni- 
tors the pilot’s stick movements and thereby 
adjusts the control surfaces to steer the air- 
craft, the MiG-29 uses plain old hydraulics to 
link the control stick and rudders to the con- 
trol surfaces. The F-l6’s Hight computer is 
designed to monitor the pilot’s commands 
and “keep him out of trouble” by ignoring or 
limiting “unreasonable” commands. The F- 
16 is limited to 9 Gs in this manner, and the 
controls automatically trim the aircraft to 
provide a smooth ride. Not so in the MiG-29. 

As airspeed increases, so does the lift pro- 
duced by the wing, causing the aircraft to 
naturally climb. As the aircraft climbs, the 
speed decays, lift reduces, and the nose drops. 
When the nose drops, airspeed and lift again 
increase, perpetuating the cycle. Trimming is 
used to make very small adjustments to the 
flight control surfaces to prevent this effect. 
At low speeds, the nose is trimmed up, to 


counter the reduced lift. At high speeds, the 
nose is trimmed down to counter the in- 
creased lift, 'fhe F-1 6’s flight computer han- 
dles this automaticaily, hut the MiG-29 
requires manual trimming. 1'rim settings are 
valid only for a single airspeed and flight 
profile, If the aircraft accelerates or deceler- 
ates, the trim must be reset to provide stable 
flight. A//G'-25? allows for both pitch and yaw 
trimming. 

frimming the Realistic flight model has 
turned out to be one ofthe biggest complaints 
with the flight model. Although the 

actual impact of trimming may be reasonably 
modeled in MiG'29, sufficient trim controls 
are not. The trim controls are ver)' sensitive, 
and the aircraft’s trim requirements are a little 
over-done. The simpler flight models do 
auto-trim the aircraft to ease the flight diffi- 
culty, but the Difficult and Realistic flight 
models require constant trim adjustments. 
The trim keys make extremely fine correc- 
tions and are usually too slow to counter 
“nose bouncing,” 

The MiG is far from unflyable, though. It 
does require a steady hand and lot of think- 
ing, but with a good joystick it is quite possi- 
ble to adequately control the MiG. The secret 
is in two additional trim controls which are 
documented only in theMGREADME.TXT 



file, not in the manual. The key on the 
keypad immediately releases trim settings to 
neutral positions and the “5” key immediately 
locks the trim settings to the current joystick 
position. This allows users to set the trim 
instantly no matter where the stick is. Spec- 
trum HoloByte recommends only using the 
keypad “5” to set the trim, but I found it 
works better to first release the trim with the 
keypad move the stick to the desired 
flight position, and finally lock the trim at 
that position using the keypad “5.” 

This method has a few hazards one needs to 
be aware of Be sure not to press the keypad 
“5” unless the nose of the aircraft is exactly 
where you want it. Ifyou are diving, but want 
to fly straight and level, you must first pull the 
nose up. Ifyou lock the trim as soon as the 
nose hits level, the aircraft will actually still be 
climbing and the trim will be set to continue 
that climb. It is necessary to allow the aircraft 
to stabilize in level flight before locking the 
trim. Also, if the trim is locked in extreme 
positions to counter veiy high or very low 
speeds, this effectively limits the available 
travel of the control stick and possibly limits 




'"’■j 


the amount of G available for maneuvering. 
Ifyou have an airspeed ofover400kts, but are 
unable to pull more than five or six Gs, you 
probably need to release and reset the trim 
controls. 


“G” Whiz 


Another effect of the manual flight linkages 
is that there’s no computer preventing you 
from over stressing the airframe. The amount 
of G that can be instantaneously generated by 
an aircraft is based on how much lift the wings 
can generate at a certain speed. But, with lift 
comes drag, and drag reduces speed. Reduced 
speed reduces lift. Therefore, pulling maxi- 
mum G will cause airspeed to drop and re- 
duce the amount of G the aircraft can sustain. 
At operational speeds, many aircraft, includ- 
ing the MiG-29, can instantaneously gener- 
ate more G than the airframe can withstand. 
In the case of the MiG-29, at 500 - 600kts, a 
quick yank on the stick can generate 1 3 to 
14G before the pilot can even blink. 

The aircraft modeled in MiG-29 with- 
stand a respectable 13G. Pulling more than 
13G, even for a few milliseconds, wilidamage 
the aircraft! At speeds of 700 to SOOkts, a 
quick pull of the stick can generate as much 
as 18G and instantly disintegrate your air- 
craft. As with countering the manual trim 
effects, the “unlimited” G capability requires 
a very steady hand on the control stick. 


MiG-29 docs a reasonable job of modeling 
the complex flight dynamics of the real MiG- 
29. For example, the Spectrum HoloByte 
MiG-29 retains good control at speeds as slow 
as lOOkts (a definite plus in a dogfight), and 
also handles high-alpha flight. Spectrum’s 
MiG is capable of spins, tail slides, and even 
a reasonable approximation of Pugachev’s 
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Cobra. Under some circumstances (which 
were not readily quantifiable), the MiG-29 
will enter a flat spin. Normally this rare event 
would happen only after being hit by a mis- 
sile, but at least once I managed to enter a flat 
spin simply by wildly moving the joystick 
during high-alpha flight. 


the tools 01 the Jalconer | 

Keyboard Commander Corps’ Falcon/Mig Utilities v 


Reach Out And Splash Someone 

In addition to the new MiG'29 siuii, the 
package also updates Falcon 3.0 to version 
3.02. In this new version, the communica- 
tions programming has been completely re- 
written to give players even more 
opportunities to blast their simulated friends 



out of the simulated sky. Connections gener- 
ally take less time to establish with improved 
stability during play. Warping (where the 
target aircraft seems to rapidly shift positions) 
still occurs at slower speeds (2400 baud), but 
this is a limitation of slower data transfer 
speeds and not a reflection on the program. 
At 9600 baud, warping is barely noticeable. 
Due to the rewrite, comms mode is not back- 
wards compatible with older versions of Fal- 
con. Falcon 3.02 can only connect to Falcon 
3.02 or MiG-29 1.00 players. 

Players can mix and match comms play. In 
simple head-to-head mode, players can 
match F-16 against F-16, F-16 against MiG- 
29, and MiG-29 against MiG-29. Users 
should be aware that during F-16 versus 
MiG-29 matches, the F- 1 6 player must be on 
the calling system and the MiG-29 player 
must be on the answering system. In allied 
play, players can flyas wingmen on either side 
of each theater. Network play is the cham- 
pion of them all, though. Network players 
can engage in a multi-bandit, head-to-head 
furball with multiple MiG-29s and P-l6s 
screaming across the pixels. Better yet, net- 
worked allied play allows two teams to play a 
concurrent campaign against each or/tt’r.' Local 
/vr/co«groups have reported three F- 1 6 versus 
three MiG-29 campaigns. 

There is one downside to the new comms 
mode: modem play is only supported up to 
9600 baud. Higher through-put standards 
V.32bis, V.42 and V.42bis arc not supported. 
This was not an oversight, but a design deci- 
sion by Spectrum HoloByte, Spectrum devel- 
opers stated during a recent CompuServe 
conference that these protocols were not in- 
cluded because the design team was reluctant 
to introduce them until a more robust com- 
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W ith a program as big and as com- 
plex as Falcon sitting on the 
hard drives of hackers around the 
world, it was inevitable that it he dissected 
bit-by-bit. It started with enthusiastic play- 
ers taking .stabs at fixing bugs, passed 
through a ma.ssive shareware stage, and fi- 
nally hit the commercial arena. Keyboard 
Commander Corps (KCC), the makers of 
keyboard overlays for many flight simula- 
tors, has begun marketing a set of Falcon 
utilities designed to enhance gameplay and 
offer solutions to campaign-blocking prob- 
lems. 

A large number of freeware and share- 
ware tools have been written to fix, hack, 
edit and decode Falcon. Most of the utili- 
ties provided from KCC trace their roots 
back to freeware or shareware origins, but 
it should be stated that all products listed 
in this review are now fully commercial 
programs. The KCC products are not 
available from BBS systems, and it is ille- 
gal to copy and distribute them without 
licensing trom KCC. This review only 
addresses the com- 
mercial KCC [irod- 
iicts, not the many 
other shareware and 
freeware programs 
available. 

Since every version 
of Falcon has re- 
quired a rewrite of 
nearly every user- 
made tool, kCC of- 
fers two separate 
packages: Falcon 

Commander Utilities 
for use with Oi>era- 
tion: Fighting Tiger 
(Falcon 3.0] and 3.01.1), and MiG Com- 
mander Utilities for use with MiG-29: 
Deadly Adversary (Falcon 3.02 and MiG- 
29 \. 00). 

Both Falcon Commander Utilities 
(FCU) and MiG Commander Utilities 
include the same five utilities, the 
only difference being version compatibil- 
ity. All five cools use a simple, mouse- 
driven interface, and each have 
documentation files. Most of the individ- 
ual authors, as well as the “Commanding 
Officer” of KCC can be reached via Com- 
puServe for support. 

F3MAPS 

F3maps does many different things. 
First, as the name suggests, it lets the user 
change the default map used for Instant 
Action and Red Flag modes. Want to 
sightsee in Japan? Just switch the Red Flag 
map from Trellis to Kurile Islands and 
roam around freely. Second, it allows cus- 




tomization of Falcon options. Want to 
disable the view shifting when the 1L.S is 
activated? Want to remove unused data 
from the HUD? F3maps takes the user’s 
choices and permanently scores them. 
'I'hird, F3maps allows customization of 
Red Flag armaments and automatic gen- 
eration of random Red Flag missions. 
Want to equip a C- 1 30 with Sidewinders 
and watch it cake down a few unwitting 
MiGs? F3mnps allows this in Red Flag 
mode (but not in actual campaigns). 
Want to fly a surprise mission? F3maps 
will generate some doozies based on input 
criteria such as how many aircraft on each 
side, how many ground forces, etc. Lastly, 
it has a “remove all patches” option which 
will remove all changes and restore the 
FALCON3.EXE and MIG29.EXE files 
to their original, default configuration. 

F3REQ 

is a squadron and campaign man- 
agement tool. Similar in design to the 
shareware program Falcnr, this new util- 
ity adds a few new 
twists for chose who 
feel editing their 
squadrons is cheat- 
ing. 

F3req has two ba- 
sic functions. As a 
squadron editor, it 
allows users to 
change every attrib- 
ute associated with a 
pilot: name, rank, 
callsign, flying skills 
and even the num- 
ber of sorties flown! 
Awards and promo- 
tions can be given to pilots who distin- 
guish themselves but are overlooked by 
Falcon, and rank can be busted from pi- 
lots who Tvt/fo/runjustly awards. Fatigue 
levels for eveiy pilot in the selected squad- 
ron can be set to 1 00% with one keypress, 
which isgreatwhen the user wants to start 
a new campaign using an existing squad- 
ron. Dead pilots can be revived and miss- 
ing pilots found. Best yet, users can print 
a list of their pilots showing their callsigns 
and abilities, saving time when ciying to 
determine which pilots to send on a par- 
ticular mission. As a campaign editor, 
allows users to edit resupply dates, 
edit pilot replenishment dates, and edit 
the stockpiles of all weapons available in 
the campaign. Need a few more AM- 
RAAMs?Aquick crip to T3;-^^will do the 
job. 

/•!5rd’i!7 allows users nvo inodes of opera- 
tions, cheat and simulation. In cheat 
mode, users may freely edit rosters and 



An iiHornole view of the Red Flag map 
via F3MATS. 
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municacions package could be provided. 
Hopefully, high-speed transmission will be 
included in Spectrum’s next generation prod- 
ucts. As with previous versions, direct con- 
nections still support baud rates up to 57,600. 

So What’s The Downside? 

Not everything is fixed or fully operational 
in version 3.02 oi Falcon. Although MiG-29 
itself is very stable and relatively hug free, very 
few of the previous Falcon bugs nave been 
fixed. Users should not be expecting a total 
re-write of Falcon {except for the comms 
code) in MiG-29. Wingmen may still fly into 
the ground, bandits still are created at ran- 
dom positions, and the padlock view still 
distorts the view angle through the HUD. 
MiG-29 doesn’t introduce new bugs, but it 
doesn’t solve all Falcons problems, either. 

The most annoying aspect of MiG-29 \s. the 
new redout/blackoiit model. Coming in four 
varieties (No Effect, Moderate, Difficult and 
Realistic), the new scheme, which is retrofit- 
ted to Falcon as well, cries to model several 
effects: rate of G onset, blackout and rccov- 
er)^ Unfortunately, the “more realistic” set- 
tings present the least realistic effects. At the 
hardest setting, the program makes no dis- 
tinction between blacking out and GLOC 
(actually losing consciousness afier \osm^ all 
vision). Once GLOC has set in, it lasts tor a 
minimum of 30 seconds according to Spec- 
trum programmers. During this period, all 
flight controls are disabled. After that, de- 
pending on various flight conditions, the 
GLOC may continue or the pilot may enter 
a 30 second recovery period. During this 
recover)', any subsequent G loading, even as 
little as 1.5G, can cause total vision loss or 
more GLOC. Needless to say, once a pilot has 
entered GLOC under the Realistic setting, 
he’s more likely to cake a missile up the 
tailpipe than to recover. 

This effect contradicts what numerous 
combat pilots have told me, as well as my 
personal experiences with G forces. Toler- 
ance to Gs builds with exposure to Gs and 
anyone flying high-performance combat air- 
craft as a profession would have better rccov- 
eiy chan this. Fortunately, Spectrum 
HoloByte has not imposed this scheme on 
players by giving three additional blackout 
models to choose from. Based on my personal 
flight experiences, 1 found the Moderate set- 
ting to be the most suitable. 

The Wrap Up 

MiG-29 is not a bug-fix patch. It doesn’t 
increase the resolution of the graphics or 
speed gameplay on slower machines. What it 
does is provide a new set of challenges de- 
signed to broaden Fk/coH if appeal. Flying the 
MiG cakes a lot more skill and inters'cntion 
than flying the F-16, but once mastered it 
really is a “deadly adversar)'.” cgw 
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fS campai,,n, to thoir 
U heart’s desire. In 
simulation mode, 
however, things 
, aren’t so easy. With- 
ii out F3req, users arc 
||l at the mercy of the 
whims of high-level 
officers inside ivr/rw/ 
who run the war and 
distribute supplies. 

A With FSreq in sinui- 
lation mode, the 

yN user is still at the mercy of those whims, 

J but has a few contacts in the chain of 
command that owe a few favors. MIA 
■ pilots cannot be automatically restored to 
, flight status in simulation mode, but a 
£i special SAR mission can be launched to 
search for the pilot, The odds are good, bur 
y) not perfect, that the missing pilot will be 
found. Need a few more AMiUtAMs? Fill 
^ out a requisition and go visit your old pal, 
the Stores Officer. How big is the request? 
A Only a couple of missiles? Sure, no prob- 
lem. What’s that? You want 500 missiles? 
Don’t let the door hit you on the way out, 
Maybe the Stores Officer remembers the 
S 300 missiles he diverted )'our way last week 
' and decides enough is enough. In simula- 
cion mode, the user has to he careful and 
not waste the limited number of favors 
V.} available. Luckily, users can switch back to 
1^ cheat mode at anytime. 

FALCCALC 

i Falccalcis a friend in the INTEL office. 
During campaigns, this friend knows al- 
most everything about allied operations 
concurrent with your flights. Also, this 
friend has access to enemy intel and can 
provide a lot of information about enemy 
/■ operations. With MCU, users get two 
li separate executable files, Falccalc for use 
U') with Falcon, and Mkcalc for use with 
MiG-29. We’ll use FaFcalcio refer to both 
programs. 

Falccalc, like most tools in these pack- 
/j ages, has two purposes. First, it gives dc- 
Ji’i tailed analysis ofwaypoint timing and fuel 
V;') usage, helping users to choose between a 
jj centerline fuel tank or an ECM pod, and 
^ adjusting waypoint speeds to ensure all 
’ flights arrive on time. Second, it is an 
^ amazing source of strategic and tactical 
Jji information. 

'k In tactical terms, Falccalc lists ever)' 
Jf flight, both allied and enemy, occurring 
^ during the upcom- 
, ing mission. Even 
i\ the dreaded random- 
Sl appear-our-of-now 
here flights chat 
plague Winchester 
^ pilots on the way 
back to base can’t cs- 
h cape Falccalc’s atten- 
•f.' tion. In strategic 
terms, Falccalc gives 
A details on every node 


With F3REQ you con edit 
campaign supplies. 
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in the campaign 
theater, listing how 
many and what types 
of units are stationed 
there, and which side 
currently controls it. 
Do we need a flight 
of SEAD aircraft to 
tackle SAMs before 
the strike package ar- 
rives? check how 
many SAMs arc at 
that sight according 


to Falccalc. Falccalczho lists victory nodes 
for each side, so users know exactly which 
node.s must be taken and which nodes 
must be protected. 

SHOWF3 

Sljowp allows users to conveniently 
view Falcon screen captures. Undocu- 
mented keystrokes of ALT+ (when in 
menus), +ALT+ (when in flight), and Z 
(from the ACMI mode in version 3.01 or 
later) will capture the screen and dump it to 
the hard drive in a non-standard format, 
requiring a proprietaiy tool from Spectrum 
Holobyte to view. ShoiqfB will not only 
display these files for you, but will also 
convert them to standard .GIF or .PCX 
files. Catch those Kodak moments of flam- 
ing MiGs and perfectly pickled bombs! 

KCC 

KCC is a front-end interface for the 
DOS-haters out there. Using an open- 
ended architecture, KCC allows users to 
not only select utilities from the 
ACU/A/cf/packages, but to also add their 
own menu items. Like a good front-end 
program should, /YCCcompletciy unloads 
itseli'from memory before executing called 
tasks, leaving maximum resources for 
memor)' hungr)' programs like Falcon. 

In addition to the five utilities listed 
above, MCU and FCU come packaged 
with over 20 Red Flag missions designed 
by Howard “Whiplash” Bornstein, author 
of Falcon 3. 0: The Official Combat Strat^ 
Book. FCU contains 28 missions, MCu 
has 30 different, missions, both of which 
are accompanied by a file describing train- 
ing objectives and tactics. 

In summar)', these tools arc all quite 
useful. Keep in mind, they are not Spec- 
trum Holobyte products and do not have 
the glamour and glitz of Falcon itself. They 
are all created by avid Falco)i players using 
a straightforward de- 
sign to provide use- 
fiu features and in- 
formation. The 
FCU and MCU re- 
tail for $19.95 each 
andean only be pur- 
chased directly p-om 
Keyboard Com- 

mander Corps at 
800-262-6066. 
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Check your fuel status with FALCCALC. 
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Alwmd Tke Rofe-PCmjmg J&vum! 

World Creation Made Easy With DIGITAL Alchemy's 
Adventure Writer For Windows 


W hether traditional “paper and 
people” role-players dream in 
hexes and squares or not, creat- 
ing game worlds can often be a real night- 
mare, especially as their complexity 
increases. With this in mind, DIGITAL 
Alchemy designed Adventure Writer For 
Windows (AWWJ, a map creation utility 
for non-computcrized role-playing 
games. Thankfully, as a result, the Game 
Master’s life has been greatly simplified. 

A World Of Features 
A WW allows players to create maps and 
documentation for adventures using both 
hex and square maps, providing 32 ter- 
rain types. The terrain is nicely varied and 
includes elements (water, air, earth and 
fire), indoor terrain (wall, door, stair, pit 
and trapdoor), outdoor terrain (castle, 
tower, village, archway, mountain, hill, 
forest and swamp), outer space (planet, 
star, asteroid and space station), dressing 



(pentagram, body, debris and treasure) 
and specials (color, text, compass, and 
encounter). In addition to thc.se built-in 
terrain types, several add-on terrain packs 
are available: Natural Caverns, Medieval 
Anns & Amor, Possessioru & Accessories, 
Great Outdoorsand Ground Forces. Sched- 
uled for September is a sixth pack, Cata- 
combs. 

Other features include a built-in docu- 
ment editor, text captions for hexes and 
squares, and B&W and color printing. 
The printing options support 1 5mm and 
25mm scales, and allow one to print the 
entire 50 x 50 map on a single page. Print 
quality is good, especially from laser and 
ink jet printers. AWWis also a Windows 
MDI (Multiple Document Interface) 
compliant program, allowing multiple 
maps and documents to be open and 
edited simultaneously. 


by Chuck Miller 

Easy Writer 

Map creation with AWW\s relatively 
easy. One selects the desired terrain (from 
the built-in or add-on terrain types) and 
color (from a palette of 16 pre-defined 
colors), then “pastes it down” in the target 
hex or square. One click of the mouse 
drops the terrain in place; another click 
removes it — plain and simple. Text sup- 
port is also provided and allows descrip- 
tions of up to 20 characters to be placed 
in a hex or square, with text size automat- 
ically adjusted to fit the available space. 
Larger blocks of text can be saved as docu- 
ments through the built-in document 
editor, though it will not be dynamically 
linked to any particular location on the 
map. However, by selecting the Show 
Number option, the number of each hex 
and square can be displayed, d’his can 
then be associated with the written infor- 
mation in the document file. 

Owners of IBM compatible computers 
should have no problem using AWW^ 
long as they meet the minimum require- 
ments (a 286 or better with Windows 3. 0 
or greater, 1MB RAM minimum, 
VGA/EGA graphics, and a mouse). With 
Version 1.0 available for almost a year 
now, no major problems arose during my 
testing of tlie program. However, I did 
detect several weaknesses which are de- 
scribed below. Fortunately, most are be- 
ing addressed in Version 1.1, due to arrive 
just after the first of the year. Version 2.0, 
scheduled for release at Gen Con 1994, 
will offer even more significant improve- 
ments. 


Dirty Windows 

As capable as AWWh, it still needs a 
little smoothing of rough edges and a few 
cosmetic touch-ups. Of course, as a Whi- 
dows-h^sed program, it suffers from the 
same plight as any other graphic-intensive 
products — it creeps. Optimal use re- 
quires a 386/33 or better .system and an 
accelerated graphics card; otherwise re- 
painting the screen when accessing the 
add-on terrain packs, zooming in or out 
on a map, and scrolling the terrain win- 
dow can be tediously slow. 

Access of add-on terrain packs also 
needs improvement. Pre.sently, a second 
window must be opened in order to select 


from these terrain types, making it a time- 
devouring process, especially with the 
larger paclcs. 

The program could also use additional 
fonts and improved graphic repre- 
sentations for terrain types (the existing 
images are, for the most part, a bit crude). 
Easier color selection is also needed. At 
present, one must scroll through colors 
one at a time or select a color from the 
menu by description. A greater selection 
of colors and user-defined palettes (in the 
works), and a wider selection of zoom 
levels would improve too. Finally, 

adding the ability to save and output 
maps to a postscript file, and the ability 
to create one’s own terrain types (sched- 
uled for Version 1.1) and to edit existing 
terrain would increase the usefulness of 
AWW. 


Mapping Out The Future 

In its current form, /I WW offers role- 
players a speedy way to produce their 
adventure and campaign maps. In spite of 
its weaknesses, ydWWs many tools make 
it an eminently useful program. With it, 
adventure and campaign design is easy, 
even for a novice. 


In all, users of Adventure Writer For 
Windoivs WiW find their time used more 
efficiently and the quality of their finished 
maps much higher. This, in turn, will 
allow one to devote more time to the 
creative process itself. 

For more information on Adventure 
Writer For Windows (or the DOS ver- 
sion), contact the publisher at; 


Digital Alchemy 
1 1469 Olive Blvd., Suite 223 
St. Louis, MO 63141 
(314) 625-3657 
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At Origin's Esteemed 
Wing Commander Academy 

by Paul C. Schiiytema 


F irst, the bottom line on Origin’s 
Whig Commander Acadewy. if you 
enjoy space combat simulations, 
you must have this game. Period. 

While the game chalks up the standard 
fere of deficiencies and kudos, it has in- 
stantly become a mandatoiy element in 
any serious space combat library. 

Wing Commander Academy is the third 
“primary” product in the Wing Com- 
manderwnwcxsc created by Origin. In the 
timeline of their fictional world, in which 
the humans arc continually battling the 
remarkably tenacious Kilrathi, it occurs 
after the conclusion of the Wing Com- 
mander II story line. The game is a simu- 
lation of a simulator, a combat simulator, 
that is. Colonel jack A. Lombard is now 
employed as a flight instructor in the 
Wing Commander Academy alter being 
nearly killed when his wingman, Maniac, 
didn’t follow orders. We lost an eye in the 
battle and, reminiscent of “jelly” in He- 
inlein’s Starship Troopers, he has turned 
his attention to honing and improving 
the caliber of the Academy’s recruits. 

His first observation after coming to the 
Academy was that the combat simulator 
was good, but not nearly good enough. It 
needed to be improved. Putting the Acad- 
emy’s programmers to work, he created 
an entirely new combat simulator which 
used holographic projection technology 
to recreate, vividly and completely, the 
experience of Hying a Terran star fighter. 
He also made the simulator customizable 
so that new cadets could create missions 
to test their classroom learning or work 
out problems and tactics. The Colonel 
stresses that while the simulator isn’t as 
real as actual combat (you can’t hit the 
pause key in real life), it’s as close as it gets. 

Whig Commander Academy (Academy) 
isn’t a simulation of the entire training 
academy, but rather a concise simulation 
of Colonel Lombard’s combat simulator, 
short and sweet. Working with the simu- 
lator, players can generate countless mis- 
sions, from the retrieval ofan ejected pilot 


to taking on four Ralatha destroyers after 
weaving through a mine field. 

Academy is a stand-alone game. Posses- 
sion of the other Wing Commander (WC) 
games is not mandatory, but herein lies 
one of the faults of the game. While it is 
a stand-alone product, it relies heavily 
upon the fiction of the previous two 
games to set the tone and atmosphere. 
Just playing Academy without previous 
WC experience reduces the game to a 
dogfighting simulator (albeit an excellent 
one). 



On the other hand, since it is a stand- 
alone product, it allows players to hone 
their combat skills before purchasing 
either WCgame, and, most importantly, 
it allows players to enjoy dogfighting 
without the time commitment of a 
sweeping adventure game. A saved mis- 
sion can be ready for play in the time it 
takes to boot up a computer, and I’ve 
found myself taking down a few Kilrathi 
with my morning coffee before heading 
oil to my nine-to-five. It gives me that 
killer edge that truly frightens my co- 
workers. 

Before going into more 
likes and dislikes, lets dis- 
cuss the nuts and bolts of 
the game. First oH, the 
game is incredibly simple 
to play. The manual is op- 
tional since .setting up and 
designing missions is very 
intuitive. When the game 
begins, the player is pre- 
sented with a view of the 


“holo room” in which the configuration 
controls make up the dashboard of the 
simulator. Clicking on the controls brings 
up a full-screen of the mission configura- 
tion computer. From here the player may 
load and save missions, create them from 
scratch, run the “gauntlet,” or modify 
existing missions. 

Each mission may have up to four “nav 
points,” or theaters of action. Flayers of 
the other WC games will immediately 
recognize the nav points as the way the 
missions were broken up in tho,se games, 
with players flying from point to point, to 
search, escort and battle the ubiquitous 
Kilrathi. 



Creating a mission is as simple as select- 
ing a clear nav point and then clicking on 
one of the buttons representing an object, 
from friendly ships and Kilrathi capital 
ships to data pods and asteroid fields. A 
small window on the left of the simulator 
presents the player with a rotating image 
of the object, and clicking on the nav 
point screen will place it in the mission. 

Players may select their choice of ship. 


Wing Commander Academy 



Wing Conwi.iiider Academy 
S4‘).<JS 


TITLE; 

PRICE; 

SYSTEM; 

REQUIREMENTS; .iOOSX, 2MB RAM, VGA gr,ipliics: 

siipporis Rnl.intI, Ad-lib. Sound 
Bl.isler; supjxjrti DOS 6. ON 
DoubleSpaif 
PROTECTION; None 

PUBLISHER; Origin 

P.O. Box 161750 
Auslin,TX 78716 
(512)328-0282 
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and whether or not to have a wingman (as 
well as the caliber and character of the 
wingman). Clicking on the "execute" 
button brings die player back to the hole 
room; the wails dis.solvc away, and sud- 
denly the player is in the cockpit of a 
fully-juiced interstellar fighter in the mid- 
dle ofa dogfight. 

Combat is quick and breathtaking, 
with the welcome addition of a .speed 
adjustment that allows the player change 
the pace of the simulator. With each suc- 
cessive Wing Coinmnnder game, Origin 
has rebned the graphics of their bit- 
map/polygon three-dimensional space 
system, and Academy presents the best 
graphics yet, by far. Ships are sleeker and 
more defined with colored markings and 
subtle shading. Even the blaster discharge 
shifts color when the fuel mixture is 
changed during an after-burner kick. 



The combat cockpits will be familiar to 
WC aficionados, with one display for 
communications and targeting informa- 
tion, another for damage assessment and 
weapons loadout, and a radar screen for 
tracking bogies, d'he technology in the 
W^Cuniverse has been steadily improving, 
and the player can control side and rear 
turret guns, as well as enjoy the benefits 
of ITTS (Improved Targeting and Track- 
ing System) tracking. When a target lock 
is activated with the new tracking system, 
the player’s shipboard computer calcu- 
lates the enemy’s trajectory and presents 
the player with a leading reticle, allowing 
greater accuracy in leading blaster shots 
into a Kilrathi’s hull. This is a great help 
since in space, where there is no absolute 
speed, only relative speed, it is often hard 
to tell how fast or slow the enemy is 
moving with visual cues alone. 

A player may choose to fly the full range 
of IR,' ships, from the Volkswagen Bug- 
likc Ferret to the advanced Morningstar, 
choosing between fighter and bomber 
types. Two additions arc noteworthy. 
During the time since Wing Commander 
IL both the Terrans and Kilrathi have hit 
the drawing board to up the technology 
ante, and each have a new fighter in pre- 
production testing: the Wraith and the 
Jrathek. Academy^Wov^s you to fly either 
one of these experimental fighters, and 
living a Kilrathi fighter against Terran 
bogies is more fun than a barrel of kitties. 



The simulator also offers the “gauntlet’’ 
mode, essentially a training game which 
presents the player with 15 levels, three 
waves each, of attacking Kilrathi. A 
player’s ship regenerates shields after each 
wave and is fully repaired and reloaded 
after each level, hike a good Nintendo 
game, he who chalks up the highest score 
wins, and his name is presented to all who 
enier the holo room for comhai training. 


in Academy to “safely” work out a 
successful strategy. 

1 also like the fact that the mis- 
sion files can be copied and 
traded, uploaded and down- 
loaded. This feature will help to 
bring the VlfC community clo.ser 
together and will allow a player to 
as.semblc a librar)^ of truly great 
missions. 

Perhaps the best aspect o'i Acad- 
emy is that it can be a truly social 
game. Missions can be short and sweet, 
allowing friends to get together and play 
for a while without the cumbersome 
learning curve ofa full-blown adventure 
game to get in the way of immediate 
playing satisfaction. 

1 did have .some quibbles with the^ame, 
mostly things which 1 feel Origin .should 
have included but didn’t. Some of these 
1 consider necessary, other make up more 


I found a lot to like in this game. In 
today’s market of ultra-complex games it 
is a true hreath of fresh air to find a game 
this simple and easy to play {or rather to 
set up to plav — running the gauntlet or 
takingdown four ilalaris is next to impos- 
sible), and one that comes on only three 
disks. 

On the most important criteria for any 
game, fun. Academy comes up holding 
five aces. This game is an absolute ball to 
play and presents the player with almost 
zero frustration (except from the chal- 
lenge of attempting to complete a diffi- 
cult mission). The simplicity of the 
interface means that 90 percent of the 
time will be spent in white-knuckled dog- 
fighting, and the only potential hazard 
this game raises is trigger-llnger calluses. 
Oh sure, some will argue that this game 
merely turns a several thousand dollar 
computer into a Super Nintendo system, 
but tho.se will be the ones who haven’t 
played the game and who tend to shun 
too much fun as bad for their health. 

Taking this game at its fictional face 
value, as a training simulator to prepare 
you to better fight the Kilrathi, it makes 
a wonderful companion product to the 
previous WO games, and it is even possi- 
ble (but not all that realistic) to head out 
on a WC mission, gather intelligence, 
then closely recreate the mission’s hazards 


of a wish-list. 

First, only the gauntlet mission keeps 
track of the player’s score. Each mission 
should have its own scoring, allowing tor 
more than a binary success/fail result. Ide- 
ally, since this is a training simulator for 
cadets, the score should be a detailed 
report of mission results; time taken, ene- 
mies shot down, kill percentage, fuel 
used, etc. Having this C)’pe of scoring 
system would allow more competition 
between friends and more relevance to 
uploaded and downloaded missions. 

Second, since this is a training simula- 
tor, it should have some type of mission 
recording function, or at least an instant 
replay function. This would allow the 
cadets to replay their failures and suc- 
cesses and learn from their mistakes. 

Finally, I would like the mission builder 
to be a touch more sophisticated, allow- 
ing the player to create such things as 
escort mi,ssions, delayed enemy encoun- 
ters, and navigational flying. 

In all, Academy is a tremendously excit- 
ing game, one which provides many, 
many hours of play and replay. One of my 
favorite missions, and one which I’m sure 
goes against the Academy’s code of ethics, 
is to set up a mission with only a wingman 
and no enemies (flying a Ferret is best — 
they only have a single weapon, a mass 
driver). I start the mission and 
then turn on my wingman, going 
mano-a-mano until one of us 
blows. The combat is fierce, and 
the obscene shouts of “traitor!” 
really get the blood pumping. 

Well, enough banter. Time to 
head for the holo room and 
punch up mission number 23 to 
see if, this time, 1 can get through 
those three Drakhri and rake out 
a Dorkathi transport with my 
lowly Ferret. Wish me luck! ccw 
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How Goes The Battle? 

Alan Emrich 


O ur New World Computing Empire 
Deluxe tournament has moved into 
the semi-finals after some tweaking of 
the official CGW I'ournament Scenario. For 
chose who want to modify their Empire De- 
lt 0 :e game to keep it current with our tourna- 
ment quarter-finals through finals, here arc 
the changes to make: 

1 - Move the Green Capital 2 squares south to 51 ,28. 

2. Decrease Troy @ 27,29 from 146% to 100%. 

3. Increase Tobruk @ 4,31 from 100% to 147%. 

4. Increase Turk @ 51 ,31 from 63% to 72%. 

5. Increase Essen @ 7,42 from 128% to 147%. 

6. Increase Bonapart @ 5,42 from 99% to 139%. 

7. Increase Greasy Grass @ 36,6 from 102% to 129%, 

8. Increase Limbaugh @ 30,10 from 100% to 129%. 

These changes seemed to have eliminated the 
pro-blue bias that tournament testing has found 
in the scenario. 

Moving into the semi-finals arc Henry Gale 
{ofWestwood, MA), who defeated Boh Pryslak 
(of Scarborough, Ontario, Canada) in a humili- 
ating display of superior luck. Mark Conder (of 
Littleton, CO) won a seesaw contest against 
Melvin Ellis 111 (of ’I'upelo, MS), who deserves 
a special award for being among the most com- 
plimented players by his opponents. Ray Mat- 
thews (of Assonet, MA) upset Bruce Marchesani 
(ofLindhurst, NJ). In this particular contest, the 
computer player (commanding the red forces) 
came out strong and, when the smoke cleared, 
Bruce was in far worse shape than Ray. Finally, 
Michael A. Kohn (of Walnut Creek, CA) did 
one of his famous “MAK” attacks and defeated 
Waiter Habcrer (of 'Eucson, AZ). 

Wargames And Rumors Of 
Wargames: Atomic Reaction 

Following their recent announcement that 
they had signed a deal with Atomic Games 
(designers of the V for Victojy series) to create a 
Squad Leader game for the computer. The 
Avalon Hill Game Company continues to push 
ahead with an ambitiou.s schedule ol releases for 
late 199.3 and throughout 1994. Added to the 
list is a computerized version of their Blackbenrd 
game, designed by Hall of Fame designer Rich- 
ard Berg. 

Rumor also has it that Avalon Hill will be 
publishing a game from Atomic, due out 

in the first or second quarter of next year. Not 
surprisingly, it’s an operational level WWII 
game covering the battles around Gazala in 
North Africa. Are there shades of what would 
be the next V for Victory in an Avalon Hill 

wrapper? 1 think so. Whac happened between 
Atomic Games and V for Victory publisher 
Three-Sixty Pacific? 

According to Three-Sixty’s President Tom 
Frisina, “Atomic and Three-Sixty will not be 


working together any longeron the Vfor Victoiy 
scries. The collaboration we had was terrific for 
both companies, and we’re really going to miss 
those guys and their talent. The split was basi- 
cally over the strategic direction of our compa- 
nies. I’m very proud ol what we accomplished 
with Atomic.’’ (Three-Sixty will continue to 
support the Vfor V/V/otj games through Gold — 
Juno — Sword, including the new 4.0 upgrade 
for the entire series.) 

It appears that in the separation between 
Atomic and Three-Sixty, the former got the V 
for Victoty ^Avne engine while the latter got the 
V for Victory name and marketing rights. This 
means that the Atomic/Avalon Hill Gazala 
game is likely to have a veiy familiar feel to 
veteran V for Victory gamers. Tom Frisina con- 
tinued: 

“Games more along the lines of Harpoon 11 
and Victoty at Sea will be Three-Sixty’s future. 
Less of the hex grid and more of the open, 
unrestricted preseiuations will be featured. 
However, we will be continuing to publish 
products from Colorado Computing, who did 
High Command!' 

Tom al.so said that wargamers should look for 
an Atlantic/Med version of Victory at Sea, plus 
lots of Harpoon I! BattleSets for next year. 

Over The Horizon 

On other fronts, Scott [Aidcde Camp) Ham- 
ilton is hu.sy on his sequel to Point of Attack. It 
is an as yet untitled tactical WWII Eastern Front 
game using a “much improved” Point of Attack 
game engine, with several graphics, sound ami 
interface enhancements. Scott is doing this even 
while Gary Grigsby Rttssia, Pacific War) 

is busy working on a new game covering this 
same topic and scale, tactical WWII Eastern 
Front. I guess I’d better get out my old Panzer- 
Blitz boardgame and work out the rust. 

Not to neglect the Western Front of WWII, 
Clash o/5rcc/ designer Martin Scholz will apply 
its engine to a new game covering the campaign 
in France, 1944. While the scale will telescope 
down a bit (from Clash of Steel's grand strategic 
to a more strategic/operational level), the play 
will feel the same. He is also completing a 
Version 1.1 patch for Clash of Steel {see Pan 2 
of my COS strategy article in this issue for 
details). 

Sid Meier's Civil War (yes, they negotiated 
with Avalon Flill to use thatmle, too!) is still on 
hold while he puts the finishing touches on CPU 
Bach for the new 3DO system. However, Im- 
pressions’ Civil War game from Ed (Air Bucks) 
Grabowski will be entitled (not to be outdone 
by Sid Meier in the name recognition depart- 
ment) Ed Grabowski’s The Blue & The Gray. 

See you in the trenches! cow 
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Excerpts From Empire Deluxe: The Official Strategy Guide 


by Ainu Emrich with Mark Carroll 


In addition to being CGW 's On-line 
Editor, Alan Emrich has also become a pro- 
lific author of game strategy' books. In his 
latest book, Empire Deluxe: The Ol'ficial 
Strategy Guide Jfom Prima Puhlishiiig, he 
and his co-author Mark Carroll include a 
chapter on designing scenarios for Emfiirc 
Deluxe. While the wisdotn imparted is par- 
ticularly germane to the. game in question, 
the discussion of game design philosophy can 
be applied to the general pursuit of scenario 
creation. 

J ust as there is a dilTercnce bcr\vcen 
teaching young people about sex edu- 
cation (read: “human plumbing”) 
and sexual relationships (read: “love and 
emotions"), so there is in learning about 
creating scenarios for Empire Deluxe. 
While the game manual was long on 
“plumbing,” it was completely lacking in 
the “love and emotion” aspects of sce- 
nario designing. Therefore, this article 
will focus in on the heart, the soul, the 
passion that makes for enjoyable scenario 
designs in Empire Deluxe. 

Once your right brain is stimulated into 
creativity, you will also find a few things 
chat your left brain will enjoy. Primarily, 
these are ways to complete your design so 
that your map contains many interesting 
and challenging features. Also, a tew spe- 
cial nuts and bolts teatures are included 
in this article to supplement the game’s 
documentation. As examples, we will re- 
ter CO the scenarios we designed tor Em- 
pire Deluxe, as included in the released 
version ot the game. 

Scenario Design Philosophy 101 

Every scenario should sec out to accom- 
plish something before the creation proc- 
ess begins. You, the designer, must 
determine wliar design goals you want to 


achieve and keep them clearly in mind as 
you place every unit and lay out ever)' bit 
of terrain. The philosophy of your sce- 
nario design is the glue chat holds it to- 
gether as you construct it. It also gives you 
a yardstick by which you can measure 
your design’s success or failure once it is 
completed. 

To focus in on a clear design philosophy 
from the outset, here are some questions 
you should be asking yourself. 1’he an- 
swers will clearly define the scenario’s 
purpose and give you a goal to achieve 
when designing it. 

Who will play this scenario? 

How many players is it intended for, 
and how many of them must be human? 

For example, the Sea Lion scenario is 
designed strictly for two human players. 
'Phis is because of the weaknesses in the 
Al in dealing with large land masses, eco- 
nomic build up, and the need for some 
extraordinaiy cunning in maneuvers and 
combat tactics — all Iccy elements in the 
game’s design philosophy. When this sce- 
nario was conceived, the decision was 
made to make it a grand test of Eanpire 
De/z/xr skills for two serious human play- 
ers. Each faces his own dilemma, and rhe 
situation covers one of history’s greatest 
“what ifs.” 

How long should this scenario be? 

The answer will affect the size of the 
map and can influence the special rules 
included with your scenario design. The 
size of rhe map has a major affect on game 
length. If the goal remains, simply, world 
conquest, your experience will have 
shown you that larger maps increase the 
amount of time needed to conquer them. 
Not all scenarios require the largest map 
size available to be challenging. 


You may also wish to impose a turn- 
limit on the game. For example, the Ger- 
man player must win rhe Sea Lion 
scenario by turn 200 or he loses. Simi- 
larly, the CGW Tournament scenario 
ends on turn 200 or immediately after 
one player controls all three starting cities. 

Will this be a historical scenario? 

If so, you will want to do some research. 
An atlas will help with the terrain, of 
course. A listing of the military units that 
fought (called the “order of battle”) can 
be harder to find, but if the subject you’ve 
picked is also the subject of a board war- 
game, its pieces should be easily rranslat- 
ablc into Efnpire Deluxe units. Designing 
historical scenarios can be challenging, 
but it is equally rewarding when you have 
finished them. 

Or will I need to be really “creative?” 

Whenever you’re creating rhe map and 
unit set up (if any) from your imagina- 
tion, this should inspire more questions. 
Without a historical situation to recreate, 
you must really focus in on what you’re 
trying to achieve. Beyond your answers to 
the previous design philosophy questions, 
consider some of these: 

• Will this be a “borrowed” or original 
map design? 

• What size map shall it be? 

• Will there he many or few land 
masses and what will their sizes be? 

• What special terrain features, if any, 
will influence play? 

• Flow will I paint the “economic 
landscape?” 

• Where are players going to start? 

• How strong will their initial forces 
be? 
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How will this scenario be won? 

What other special rules, if any, 
should I impose? 

’I'his is where you can really de- 
fine your scenario beyond the 
standards imposed by Empire Dc- 
liLxes inherent design of “discover 
and conquer the world from 
scratch.” Between the possible 
variations on the sighting rules 
(nothing visible, all visible, or map 
only visible at all times) and defin- 
ing what unit types are available, 
the designer is given lots of flexi- 
bility. 

You can also artificially impose 
the game level played (i.e., require 
using the Advanced Game rules 
for your scenario) and what difli- 
CLilty level the computer players 
must be (usually experts). Furthermore, 
you can even specify which players should 
have what decree of handicaps as part of 
your scenario s grand design scheme. 

Map Design: Setting the 
Dimensions 

'The map will greatly affect the scenario 
being played. With so many variables to 
consider, ranging from its size to what 
you draw on it, it is crucial to have well- 
thought out plans. As many have discov- 
ered, one’s enjoyment of a particular 
game of Empire Dehixe aWrccily relates to 
how interesting the map is. Therefore, 
when creating original maps (i.e., ones 
not translatccT from an atlas), remember 
the types of terrain formations that you 
found interesting in previous games and 
tt)' to include similar ones in your design. 

Map Size 

Generally, nothing defines the “natu- 
ral” length of a game more than the map 
size, since a “natural” game requires a 
single player to spread out across the en- 
tire map and conquer it. Usually the map 
size also corresponds to the amount of 
time it will take to design a scenario. 

You initially define the map dimensions 
as you begin to create a scenario. The 
height can range anywhere from 20 - 150 
squares, while width may vary from 20 - 
200 squares. This can create maps as small 
as 400 total squares or as large as 30,000. 

Besides affecting game length, map size 
can also aflect game play. The larger a 
player’s borders become, the more units 
must be detached for securing them. This 
means more air and sea patrols, fhe size 
of the ocean and the distances between 
land masses and air bases also have a d i rect 
affect upon the viability of using aircraft 
carriers in a direct combat support role. 
Remember, units move slowly on the 
Empire Deluxe map; the larger the map. 


Using an atlas, one user was able to design this 
incredible ma|j of Scandinavia. 

the more time a player will spend shuf- 
fling his forces around. 

Map Design: Not Starting 
From Scratch 

There is no rule that says every map you 
create has to be eiuircly original. In fact, 
many first time scenario designers get 
“artist’s block” when they stare at the 
blank map of the scenario editing .screen. 
It is very common that you simply will 
not know where to begin. Fortunately, 
Empire Deluxe’s scenario editor has made 
this problem fairly easy to overcome. 

Randomly Generated Maps 

First, from the Map menu of the sce- 
nario editor’s Menu Bar, you can always 
select Build World. This will fill your 
pre-selected map size with a typical, ran- 
domly generated Empire De/«.\Y world. If 
you don’t like the look of it, replace it by 
generating another one until you find one 
that has the core map elements you’re 
looking for. This will give you a good 
starting point for your map design that 
you can then modify to suit your exact 
needs. 

Previously Saved Maps and Scenarios 

Another way of instantly putting a map 
on the canvas is to start with a map that 
you previously played and enjoyed. For 
example, let’s say that you want to design 
a scenario featuring the entire planet 
Earth. Well, since we already provided 
you with a map of the planet in the WWIl 
scenarios, all you have to do is load one 
up and select Save. Just be sure to save the 
map, and not the game. After you give the 
map a name, exit out of the scenario, 
re-enter the Game Editor and either select 
that map to start with or. from the File 
menu, select Load and then Map. Any 
time you’re playing a scenario on a par- 
ticularly interesting map, save it sepa- 
rately. It might inspire you to design a 
brilliant scenario for it. 


Players can also import maps 
saved from the old Emphr game. 
Once loaded into the Empire De- 
luxe game editor and saved, they 
become playable Empire Deluxe 
maps. Unfortunately, because of a 
bug discovered in the IBM 2.xx 
versions of the old Empire game, 
some maps might not load for 
owners of the IBM 3.0 version of 
Empire Deluxe. A “fix” program 
called “FIXEMA.EXE” is available 
on both GEnie and CompuServe, 
and directly from New World 
Computing. 

Translating a Map From an Atlas 
Finally, another way to make 
sure that you’re not simply draw- 
ing onto a blank canvas is to use an 
atlas a)id simply try to paint the map you 
see. Of course, you should work out in 
your mind some sort of scale when you 
begin (“Let’s see, 1 want France to be 
about 1 2 squares across. . .”) and then try 
to work things out proportionally. 

Begin by drawing the outline of a cho- 
,scn spot. Next, fill it in with clear terrain 
and then place the important rivers on it. 
After that, dot it with appropriate cities 
and then, finally, place the forests and 
mountains. Don’t be surprised if your 
map doesn’t look right after it is initially 
drawn from an atlas, it will probably take 
a bit of fudging before it really works. In 
the heal of battle, however. Empire De- 
luxe players will easily overlook minor 
quibbles they may have about your map 
translation. So, do your best when inter- 
preting maps for the game, but don’t 
frustrate yourself trying to get it perfect. 

Using Grid Coordinates 
There is one undocumented map mak- 
ing tool that you will find particularly 
useful when trying to translate a map 
from an atlas. It is the grid coordinate 
system located on the Information Bar 
along the top of the screen. If you have 
no brushes selected (i.e., you are not ready 
to “paint” any new terrain feature) then 
you arc in “information mode.” In this 
mode, clicking either mouse button will 
show you bom the terrain type and the 
grid coordinate for that square. 

Each grid coordinate consists of two 
numbers separated by a comma. The first 
number is the location’s horizontal posi- 
tion 011 the map that increases as the 
cursor moves to the right. The second 
number is the vertical position that in- 
creases as the cursor moves toward the 
bottom. Map coordinates always begin in 
the top-left corner at 0,0. fl'his square is 
always an unplayable “border” square. If 
you arc looking for square 0,0 on a map 
that wraps, you may have to click along 
the top edge a few times to find the map’s 
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actual “wrapping point” (horizontal zero 
coordinate), but it will coincide with the 
moment the lower scroll bar button 
jumps from one side to the other. 

Using grid coordinate numbers when 
you design a map will help you place 
strategic terrain far enough apart to afFect 
air operations. For example, you might 
place two cities across an ocean so that 
they cannot simply fly across and rebase 
there. Instead, players must build carriers 
or air bases to operate airplanes between 
them. You can also place cities so that 
they are 1 3 squares apart, keeping bomb- 
ers from striking them and returning 
home. 

Map Design: The 
Geographic Landscape 

With the issues of map size and starting 
points decided, it is time to start filling all 
of those empty squares staring at you 
from the game editor screen. What are 
you going to put in them? If you didn’t 
start your new map from scratch or used 
an atlas, you already know and it’s just a 
matter of getting it adjusted the way you 
like it. When you’re staring at a blank 
slate, though, what do you do? 

Land Masses 

Wliile it is enjoyable to dot a map with 
many small islands, larger continents 
make the most interesting terrain fea- 
tures. Since they take longer to explore 
and capture, and they usually posses sev- 
eral cities, larger continents tend to be- 
come highly embattled focal points of a 
good game. Although games will take 
longer when larger continents dominate 
the map, they do add spice to old fash- 
ioned “island hopping” scenarios. 

A good variety of land mass sizes and 
locations are often the best way to go. 
However, if you have a theme for your 
world in mind, use it instead. Perhaps you 
want a world with only one-square islands 
or one that is solid land — ifso, then build 
it! Only when you’ve created such worlds 
and tried them out will you know if they 
are fun to play or not. 

Smooth Versus Difficult Landscapes 

When deciding what type of terrain will 
be placed where on a land mass, ask your- 
self if you want it to be easy or difficult 
for armor to traverse. While difficult ter- 
rain (particularly mountain ranges) will 
create some interesting strategic prob- 
lems, it also reduces player enjoyment if 
it dominates the landscape. If difficult 
terrain is your world’s theme, such as a 
jungle planet or a desert planet, and you 
have planned other interesting things for 
players to experience around the domi- 
nant terrain type, then it could still be 
enjoyable to play on. 




Tliough there are no roads in Empire 
Deluxe, you can simulate lliem by running 
strips of clear terrain or rivers through mountains and forests. 


Since there are no roads 
in Empire Deluxe, it is in- 
teresting to cut through 
patches of difficult terrain 
with a path of clear terrain 
squares for armor units to 
move through. This is 
particularly useful 

through mountain ranges 
that are otheiwise impass- 
able to tanks. Although it 
does tend to channel the 
tank’s movement, at least 
they can get through. If 
you want armor to get 
through a mountain range 
but not as quickly, run a 
river pass through it in- 
stead, as Figure 1 4-3 illus- 
trates. Rivers aren’t 
friendly places for armor 
to attack, but the tanks 
can at least bog through them if they 
want. 

Strategic Interaction Points 

Confluence points on the map where 
land masses and oceans connect are im- 
portant strategic terrain features. Diago- 
nal connections where land and sea units 
can both pass through or the more re- 
stricted “canals” each have their place on 
an interesting and enjoyable map design. 
Also important is the placement of ports, 
particularly “canal ports,” as strategic in- 
teraction points. Remember, joining 
larger land masses and oceans at a nexus 
makes controlling it more crucial during 
play. 

Computer AI Considerations When 
Mapmaking 

If you have examined the Earth map 
closely, you may have noticed that the 
Panama canal is just an ocean square and 
that North and South America are not 
joined via the Panama isthmus. The de- 
signers did this in response 
to a feature of the com- 
puter players — or “Artifi- 
cial Opponents” (AOs). 

They will primarily con- 
centrate their production 
on securing an entire land 
mass before gearing up to 
move off it. Thus, when 
these two continents were 
connected, an Allied com- 
puter player would always 
spend many turns con- 
quering South America 
and building up a huge, 
lumbering land force to do 
so (and no navy). Because 
of this, a computer player 
would be playing the 
Americans quite ahistori- 
cally. Their solution to 


this problem was to sever North and 
Soutn America. 

Therefore, when designing a scenario 
map where you plan to have computer 
players competing, be careful not to con- 
nect all the land masses or the AOs will 
build few ships, if any. Also, remember 
that even when computer opponents do 
need ships, they will never build enough 
transports to conduct coordinated, large- 
scale invasions. Don’t plan a map around 
this theme if computer players are going 
to be the primary participants. Large scale 
invasions and plenty of transport ships are 
something that the AOs simply will not 
deliver. 

Finally, computer players are used to 
“knowing” that there will be a port on 
eveiy land mass (as is always the case when 
the computer randomly generates a map). 
If you create land masses without ports, it 
will hinder the AO’s ability to play a 
decent game. The net effect will be to 
further reduce a computer player’s naval 
production and slow his ability to trans- 
port tanks and armies off that land mass. 


The two units on this map sit at important strategic interaction 
points. You can bet that these two areas will see a lot of action 
over the course of a game. 
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Map Design: The 
Economic Landscape 

When we say the “economic landscape” 
of a world, we’re calking about cities. Not 
only how many will be placed on the map 
(up to a maximum of200), bur also where 
and with what production efficiencies 
and specialties. Consider die following: 

City Density 

Cities can be more widely dispersed or 
clustered together in tight knots than they 
arc on the randomly generated maps most 
players arc used to. Midtiple cities right 
next to each other can make for some 
interesting starting “capitals.” When cit- 
ies are more widely separated, air bases 
and carriers will become a more influen- 
tial factor in the game. 

Production Efficiencies and Specialties 
When pondering the production effi- 
ciencies and specialties of the cities you 
place on the map, remember that you are 
trying to influence future production 
throughout the scenario (as opposed to 
any starting set up of units). Beginning 
with many cities at terrible production 
efficiencies (such as in the Sea Lion sce- 
nario) makes a player’s starring units ex- 
tremely important. It can also mean a 
long game if world domination is the 
goal! 

Limits on Improving the Global Econ- 
omy During Game Play 
Another weakness of the computer’s AI 
is that computer players do not play “the 
long game” when building up a low effi- 
ciency city. In other words, they will only 
keep a city off-line until its efficiency is 
somevvhere between 20% and 50%. Sel- 
dom will they try to improve it beyond 
the 50% level (at that point, further rais- 
ing of the city’s production efficiency 
level drops from a high to a low priority). 
Similarly, most human players won’t 
bother ttying to raise a city’s production 
efficiency much past 104% because of the 
diminishing return in efficiency for the 
time invested to raise it. 

rherefore, high production efficiency 
cities must be placed by you, the designer, 
while creating the map. !l not, the game 
will have no “super cities.” Now, ifa poor 
world is your plan, then that is fine. In 
practical. Empire Deluxe terms, however, 
a rich world can be played into a poor one, 
but a poor world’s economy will only rise, 
at best, to mediocre. 

The Philosophy of 
Starting Forces 

A traditional game of Empire Deluxe 
begins with no starting forces. Scenarios, 
however, can be anything their designers 
want them to be, For example, the WWll 


and Sea Lion scenarios both start with 
players’ forces already dominating the 
map. In fact, some players begin with so 
many units (such as the Japanese in the 
WWII scenarios) that they arc actually a 
drag on their global economy. The CXiW 
Tournament scenario, on the other hand, 
features expansion out from a single city, 
but includes a few starting forces for each 
player to get things moving along quickly. 

Therefore, you must decide what the 
initial military situation is going to look 
like. Flow strong will each player’s forces 
be? Where will they be located? Is this 
going to overlap with the economic land- 
scape (i.e., will players begin with more 
tlian one city)? Flayers’ starting forces ate 
a key element in creating balanced, excit- 
ing situations. 

Computer AI Considerations: Starting 
Forces 

If the first turn of the gatne is a crucial 
one, you will want to help computer play- 
ers out. Here is the reason: Computer 
players will move units in the order that 
you placed them when designing the sce- 
nario on the first turn of the game. Uiere- 
fore, if you know that it would obviously 
be better ifa computer player sailed out 
of a port with armies on board the trans- 
port you have there, place the transport 
in the city first. If you don’t, the armies 
may walk out of the city on the first turn 
before the transport takes its turn to 
move. Also, you will want the computer 
player to move its fighters first over an 
initially contested area, instead of its 
bombers. 

When we designed the CGU^Toutna- 
ment scenario, each player’s starting city 
had its “main island” land units placed 
there first, then their transport, then their 
transport’s cargo infantiy units last. In 
that way, the computer players will, on 
the first turn, move some of their land 
units across the mainland while sending 
all of the others out to sea on the trans- 
port. Thus, we have forced them into 
making a “balanced” move on the first 
turn of the game. Observe three com- 
puter players playing it and you’ll sec 
what we mean. 

Playtesting Your Scenarios 

After you have designed your new sce- 
nario, you arc only halfivay finished. Now 
begins the process of playtesting and bal- 
ancing your .scenario, d'he purpose of 
playiesting is to find if the game is true to 
your design goals or not — and fun to 
play. Ask questions such as these: 

• If you created a historical scenario, 
does it bear enough resemblance to 
histoty and have enough of the right 
feel to it to satisfy you? 

• Does the game move at the right 


speed? When will players make “first 
contact” with each other? 

• Should any players have forced 
handicaps? Perhaps the production 
efficiencies of their nearby cities 
should be adjusted? 

• Are the computer players getting off 
to good starts? 

• If two (or more) humans are sup- 
posed to play this scenario bv nio- 
dem, is it short enough to keep their 
phone bills down? 

Playtesting Tips 

The beginning game is crucial for com- 
puter players. 1 f they get off to a bad start, 
they will probably never recover before 
they have to lock horns with a human 
player. Therefore, the best playtcsting 
you can do is to simply run the game with 
all computer players and just observe their 
play, paying particular attention to their 
early moves. If you find something that 
needs to be changed, enter the game edi- 
tor, make the change, and playtest the 
scenario again. Repeat this again until you 
are finally satisfied with the result. 

If computer players move their starting 
forces in the wrong order, that means that 
you placed them in the wrong order. If 
they don’t expand properly, bait them 
with easier access or closer cities in the 
direction you want them to go first. You 
must get computer players off on the right 
foot in your scenario design. 

Of course, if your scenario is not de- 
signed for any computer players, then it 
will be harder to playtest. While obsei'v- 
ing the AO play such scenarios might help 
you to adjust it, only when you play all 
the positions yourself or get the required 
number of human volunteers to test out 
your new design can you really call it 
playtesting. Make a few phone calls and 
tty to arrange a game. Be sure to get 
reactions from the other players and con- 
sider all of their suggestions for improving 
the scenario. If you agree with any of their 
comments and they work within your 
design philosophy, carry out tho.se 
changes. 

As you have learned, there is a lot more 
to makinggood scenarios than just know- 
ing what the keystrokes arc for laying out 
the terrain and units. 'I'he art ofg ame 
design is one of philosophy. Yes, there 
will be a lor of time swearing over the 
keyboard, placing this terrain here and 
re-naming that city there. Playtcsting will 
add even more time and effort to your 
scenario design burden. However, under- 
lying the entire process will be your sce- 
nario’s design philosophy. Keep sight of 
it and you will have scenarios that are far 
more interesting and enjoyable to share 
with your friends, cgw 
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Review 




T he Age of Fighting Sail., .and Nel- 
son! SiniCan’s Man Of War 
(MOW) is die first computer game 
in almost five years to recreate this period 
ofwarfare which, bitter though it was, has 
been romanticized in the eyes of 20th 
century gamers. While military historians 
debate the best general of history, opinion 
is virtually unanimous in naming Horatio 
Nelson as the best naval leader. 

MOWis a simulation of fleet level ac- 
tions from the viewpoint of the com- 
mander. The subtitle accurately describes 
the product’s scope — grand tactical. 



The simulation covers the era in which 
Great Britain succeeded in establishing a 
Pax Britannica through the use of sea 
power against the French Royalist and, 
later, Napoleonic Navies. Admiral Alfred 
Thayer Mahan’s The hflucnce of Sea 
Poioer Upon History (1890) remains the 
classic text for the period. Also strongly 
recommended is Cross Sections: Man-of- 
War by Stephen Biesty, a 32-page book 
of how a ship-of-the-line operated, at all 
levels. Aficionados of Forester, Kent and 
O’Brien will still learn something from 
this work. For example, most people have 
heard that biscuits at sea were often in- 
fested wi th maggots. Cross Sections has the 
historical recipe to get rid of them (1. 
Place dead fish onto biscuit sack; 2. When 
maggots cover the fish, throw it away and 
replace it; 3. Repeat 1. and 2. until mag- 
gots no longer appear). 

The Admiral Has His Orders 

The documentation, in keeping with 
SimCan traditions, is a sparse 13 pages. 
Three pages consist of scenarios and 
notes, and three pages consist of tables 
and a map. Actual play mechanics are 
covered in less than seven pages. 


Man Of War 

Grand Tactical Combat 
Under Sail, 1765-1815 


by M. Evan Brooks 


The game is composed of two sec- 
tions — the setup phase and the battle it- 
self. The former is easily accomplished, 
but requires careful consideration. One 
must determine general guidance for his 
forces, e.g. when to engage, when to 
maintain range, when to open fire. A wise 
admiral will delineate different orders for 
the ships under his command; in a large 
fleet action, frigates should not engage in 
general melee against the massive ships- 
of-the-linc. Similarly, smaller vessels such 
as sloops, brigs and transports should be 
kept out of harm’s way. 

Only after the commander determines 
proper groupings of vessels and their gen- 
eral guidance should he commit to open 
battle. However, once contact is 
achieved, it is difficult for the fleet admi- 
ral to direct the actions of individual 
ships. Orders can be given from the flag- 
ship, but with the lack of radio, commu- 
nications are limited to signal flags (which 
may or may not be obeyed, depending on 
the tactical situation and the ability of 
one’s forces). 

Oh, To See The Sea. . . 

Along with SimCan’s Red Sky At Morn- 
ing {review on page 199), MOWis the 
first SimCan game to have graphics. They 
are not state-of-thc art, nor do they have 
to be. At the end of each four-minute 
turn, one may view tlie action from two 
perspectives: a bird’s-eye view with each 
ship represented by a “sticks” and letters, 
or a view from the flagship, often ob- 
scured by smoke or other vessels. 

The latter view is quite similar to Ralph 
Bosson’s High Seas (1987). 

While somewhat interest- 
ing, it is not very useful and 
quickly pales. The bird’s- 
eye view is the viewpoint 
that the player cannot live 
without, One will issue or- 
ders depending on the gen- 
eral situation depicted 
therein. However, the dis- 
play is static; one cannot 
zoom in for a more detailed 
rendition of a particular 


section, and this presents a problem. 
While one can order a unit to move to a 
specific location, determining the proper 
coordinates can be difficult; therefore, 
one will usually order a course change 
based on bearing (direction) only. 

As for sound support, there is none. 
Given the nature of the simulation, this is 
not important. However, for the user 
who demands intensive graphics and 
sound, MOWis not for them. 

Manning The Rigging 
One cannot directly move ships in die fleet. 
Orders arc limited to “Follow Me” (die credo 
of die American Infintiy?), “Conform to 
Flag,” “Makc/Reduce Sail,” “Follow,” 
“Rally/Pursue” or “Set Course.” Thus, once 
the setup phase is complete, battle imple- 
mentation is somewhat preordained. 

As ships change course, they wear and 
tack. An intelligent commander ensures 
that crews of lesser quality avoid the latter 
maneuver, as it can result in losing head- 
way and can lead to collisions. 

It is obvious that the graphic repre- 
sentation of MOW\\2.s caused some con- 
fusion at SimCan. The documentation 
notes that “a single sheet of die cut count- 
ers... will be included in the initial re- 
lease.” These were to assist the user in 
determining, positional references, but 
would “be omitted in later releases.” Since 
the map cannot be accessed until ail ships 
have moved, the ability to physically see 
the opposing fleets in mid-turn would 
have been helpful. Also, it would have 
assisted one in determining proper orders 
for follow-through. 

The most critical clement 
of MOWis crew quality. A 


Man Of War 



TITLE: Man Of War 

PRICE: SSO.nO 

SYSTEM: IBM 

REQUIREMENTS: 386-2.SMHz rccommendeti, 
VCA/ECA yraphics, 1MB 
hare! drive space 


#OF PLAYERS: 
PROTECTION: 
DESIGNER: 
PUBLISHER; 


0-2 

S.M. Newburg 
Simulations Canada 
P.O. Box 452 

Bridgewater, Nova Scotia, B4V 2X6 
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professional crew is more than capable of 
overcoming even poor leadership. Gener- 
ally, a protessional cre^v am prevail at 3;1 
odds. Historically, the British Nav}'’ was 
superior in seamanship to the French, and 
the user should react accordingly. More 
es’enly matched battles am be lought be- 
tween American and British forces. 

The simulation comes with 24 scenar- 
ios ranging From moderately small 
(Cabrita Point [1801] or Lissa [181 1]) to 
tremendous in scope (Trafalgar [1805], 
the most studied naval engagement in 
history and 'I'he Glorious First [1794]). 
Plus, a versatile scenario editor allows one 
to create his own scenarios. Pull out the 
old boardgame copies of Frigate and 
Wooden Ships & Iron Men and have at it, 
(Seethefollowingiirticle "ClearingFor Cus- 
tom Actions" for more details. -Ed.) 

Victoiy conditions are determined by 
losses or exiting a map section. Although 
battles occur at sea, the battle arena is 
limited and the "edge of the world” syn- 
drome applies, d'he edge can be either 
land or shoals (injurious to one’s health), 
or simply exit areas whereby ships cannot 
re-engage in the battle. Why a moving 
ocean replenishment map was not em- 
ployed is unknown, and often somewhat 
artificial maneuvers are required to avoid 
“filling off the edge.” 


MOWis a serious simulation. As the de- 
signer notes, popular perceptions have been 
“strongly influenced by novels, motion pic- 
tures, and often surprisingly inaccurate sec- 
ondaiy and tertiaiy popular history.” The 
simulation attempts to give the player only 
those options available to the commander of 
the fleet, imd not the ability to jump com- 
mand levels ;md portray cvcr)ahing from 
sailing master to fleet admiral. 



While this presents an ostensibly accu- 
rate simulation, it does not present an 
entertaining game, A gamer with visions 
of Grcgoiy Peck and Virginia Mayo 
("Horatio Hornblower”) or Alexander 
Kent’s Richard Bolitho (“Fire on the up- 
roll, Lieutenant Herrick!”) will be sorely 
disappointed. 1 do admit to a sense of 
such disappointment; while Editor 
Johnny Wilson loved the flavor of A'/OVV4 
I missed the individuality of Broadsides 
(1983) whereby one could literally load 
the cannons (chainshot, grape or ball) 
and even conduct boarding parties (ad- 


mittedly a rare occurrence, as aptly noted 
by A/’OW'designer Steven Newburg). 

The Sun Sets 
On The Engagement 

MOW is for the serious student of 
Fighting Sail. The flexible scenario editor 
allows one to create additional scenarios, 
and the provided scenarios include the 
major fleet engagements of the period. 
However, the use of Fighting Instructions 
or the Nelson Touch is not reallv por- 
trayed. British naval strategy had been 
ossified into a series of fixed orders which 
ever)' British officer was expected to obey. 
The fact that such instructions rarely re- 
sulted in a decisive action was considered 
by the British Admiralty to be the fault of 
the officers on the spot (as a result of one 
such failure, they executed Admiral Byng 
“to encourage the others”). Nelson’s gen- 
ius was to recognize the failings of the 
doctrine and to encourage initiative based 
on the superiority of British seamanship. 
MOW doQS not really show the evolution 
of naval leadership in these tactics. 

In conclusion, MOU^is a simulation of 
limited appeal. While aficionados of the 
topic may want to have it to add to their 
collection, they should know that its 
short-term interest may not lend itself to 
long-term enjoyment, cgw 




Talk to a 

GIRLFRIEND' 
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Computer 

The World’s First 
Artificially Intelligent 
Virtual WomanI 


Order from your 
favorite dealer or send 
check or M.O.Add $4 
shipping. Add $4 if 
C.O.D. 

AideaLabs, Box 450971, 
Garland. TX 75045 
(214) 495-6047. Specify 
5 1/2" or 5 1/4" HD disk. 


• Revolutionary new game for PC compatibles 

» Artificial Intelligence, Interactive Conversation 

• 3000+ word vocabulary, synonyms, idioms 

• She lives in your computer, and talks to you on the screen 

• She learns from every conversation! 

• VGA video of a REAL Woman - no cartoons! 

• Runs on any 286, 386, 486 {12MHz min.) 

• Requires 640K RAM and 8Mb hard disk 

• No nudity, possible mature situations 

• Ask about Girlfriend Teri and other Personality Kits constantly being released! 


SOFTWARE CLOSEOUTS 

IBM, AMIGA, APPLE, COMMODORE 64/128. ATARI ST. MAC & MORE 
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IMPOSSiaLE MISSION 2 i 5.00 

DON'T GO ALONE, Accolade $10.00 
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X-MEN2 $19.50 
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RISE OF THE DRAGON, THEXDER, 
MIXED UP MOTHER GOOSE, 
SPACE QUEST 1 -or- 2 -or- 3. 
CALL FOR OTHER TITLESI 

LAND, SEA & AIR TRILOGY 
by Mlcroproao. 2 GAMES $20 
Includes: AIRBORNE RANGER, 
PIRATESI & GUNSHIP, FOR IBM 

Hoyle's Book of Games Vol. 2 
SOLITAIRE, by Sierra. $15 
lncludes:25 Solitaire games with 
mouse support. Tons of funll 
For IBM on 3.5" disks only. 

ALLIED FORCES BUNDLE 

FROM MICROPROSE $20 

M-1 TANK PLATOON $ GUNSHIP 

Panic, FhaarrM Pilot, Space Scape, 
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HEARTS. AlvitWidewi 2 corrpitMa widt 
VGA moint A jewndcarf upponlll Futpaerd 
rrulii Jmi ircide aeden wflh lOO'i if lenli of 
uiilrie pliy. Slrilegy $ b>kk l■llt••l rtRwed 

VISAMC ORDERS CALL TOLL-FREE 

1-800-676-6616 

Credit Card Orders Only 1 1 l{ $25 minimum | 

dHerenl cemputen... Apple, 
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Actions 


Simple Scenarios For 
SimCan's Man Of War 

by johnny L Wilson 


A khougli Mail Of Wars lack of- a 
campaign game means that 
player-admirals and -commo- 
dores do nor get the thrill of the long- 
term chase, the “Build Your Own 
Scenario” feature makes it possible to 
plan and fight battles at will. This atticlc 
will use two very simple actions to walk 
the gamer through the construction proc- 
ess. 

Bay of Bengal (April 4, 1760) 

In this relatively obscure action from 
the Seven Years War, a British escort en- 
countered a I'l'cnch squadron that was 
trying to disrupt a convoy from Idsbon 
which the British were protecting. The 
British managed to fight off the French, 
but the escort ships were heavily damaged 
in the process. The British were heavily 
outgunned in this action, but as in most 
/V/OVF'scenarios, they should win because 
of the higher ratings for crew quality. 



The British ,incl l/ie French scjunre off in the 
Bciy of Benf’cil scvnurio. 


First, the player-designer establishes 
that there are two squadrons using the 
A'/O Vt^menu system. Then, the player sets 
the wind as Brisk and the direction as 
NW. Storm conditions are not in effect. 
'Fhis would normally be followed by de- 
lineating the status (l.and, Shoal or 
Water) of the map edges. Since this is an 
open water engagement, one need not 
bother with this step. 

Next, one enters the forces for each 


squadron. In this case, since this is an 
earlier engagement than those included in 
the A'/OlF'database, one may substitute 
any French 3h-gun frigate for the Ala- 
I/c/ct/se md any French 32-gLinner for the 
Opnle, as well as any 24-gun frigate for the 
Flamborotigh and any 20-gunner for the 
Bideford on the British side. Fortunately, 
the editor lets one name the ships for each 
scenario. ’Fhe French squadron should he 
set for Average crew quality and the Brit- 
ish .sqiiadron lor Excellent quality. 

Then, one sets the initial position and 
heading (put the French squadron 
slightly north of the British one, near or 
far away according to per.sonal taste, and 
headed for certain interception). Then, 
it’s time to set the doctrines as in the 
actual game and clear for action. 

Battle of Porto Praya 
(April 16, 1781) 

This battle from the Napoleonic era is 
relatively simple to set up, The scenario 
takes place in the Cape Verde Islands off 
the coast of West Africa where the British, 
anchored in Porto Praya, were caught 
off-guard by Suffren’s French squadron. 
Though rhe British were taken aback by 
Suftren (he wasn’t suppo.sed to be in the 
area), they were still able to make it out 
of harbor and meet him in the open sea. 
One can set up the scenario to reflect the 
proximity to the islands by setting the 
northern screen-edge as Land. This is op- 
tional and represents the harbor of Porto 
Praya, hut is not necessary. 'I’he crew 
quality should be only slightly in the Brit- 
ish favor with the French at Poor and the 
British at Average. The wind is, once 
again, blowing from the NW and Brisk 
with no storm conditions. 

Set the French on the west edge of the 
map and the British .squadron to the east. 
'Phis provides for plenty of sea room in 
setting up the engagement. British ships 


include the: Hero (74), Monmouth (64), 
Romney (50 gun frigate), (50) and 

hh (50). The French ships include: Heros 
(74 gun frigate), Hannibal (64), Artisan 
(64), Sphinx {6A) and Venguer {GA) . 

'Fhe scenario should he fairly well-bal- 
anced. Though the British flotilla took 
.some serious damage, they managed to 
fight well enough to drive off the French 
and recapture a ship or two, but no ships 
are reported as having been sunk. The 
British expedition aborted their mission 
and returned home, while Suffren moved 
on to a succc.s.sful campaign in the Indian 
Ocean. 

After Action Report 

'Fhe scenario builder for Man OfWar 'xs 
fast and efficient. The lack of a real map 
builder means that it is impossible to set 
up satisfying cutting-out expeditions or 
fireship missions, but the game is defi- 
nitely suited for establishing simple or 
complex missions in the open sea. The 
ability to designate map edges as Land or 
Shoal is usefijl, but does not give the 
gamer the tactical satisfaction of deliber- 
ately forcing an opponent through the 
gauntlet of shoals, or to take the wind 
gauge while an opponent is leeward of the 
coast. Nevertheless, the scenario builder 
is useful for mosr actions and will add 
hours of play value to would-be admirals 
and commodores, cbw 



Readying the British fleet for the Battle of 
Porto Praya. 
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Upgrade up to a Sound Blaster'"16, and you've got 
PC audio as real as it gets. 

Real CD-quality, 16-bit stereophonic sound. 

Real built-in upgradability. And best of all, real 100% 
Sound Blaster compatibility. 

All of which may just be why we're the 16-bit 
PC audio standard. And why those other manufac- 
turers spend so much time comparing themselves 
to Sound Blaster. 



But like the man says, Get Real. Because there's 
only one card 
that's "as good as 
a Sound Blaster 
16'.' And that's a 
Sound Blaster 16. 


Sound! 
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ALL OF THE PRCIFIC THEATER. 
AU OF THE GONFUGT. 

ALL II YDOR HANDS. 



Victory At Sea'"*^ picks up exactly where the Japanese left off December 1, 1941 . However, one 
thing is different. You’re suddenly in control of the entire Pacific Theater. From the ice-encrusted 
Aleutian Island battlegrounds to the site of what many call the gi'eatest naval battle ever, Leyte Gulf. 

Direct the entire campaign from the task force level, or engage in specific battles. Command the 
Allied Forces, or the Imperial Japanese Navy. Either way, Super VGA graphics and actual documentary 
footage bring your decisions to life. 

Decide which resources to stockpile. Who to promote. Who to demote. Get intelligence reports on 
the political and logistical situation around you. Then plan your next attack. 

Because it’s designed by world-renowned military expert James F. Dunnigan, the historical accuracy 
of VictoiyAl Sea is without equal. It’s also the first game ever to give you GameBook^'^ technology. 

Featuring real WW II action photos and over 100,000 words of historical analysis 
available with any other game — all just a mouse-click away. 

December 7, 1941, may live in infamy. But what happens after 
that is all up to you. Visit your retailer or call 800-653-1360 
to order in the US., or 800-697-2360 in Canada. 


VICTORY AT SEA IS AVAILABLE FOR THE IBM PC AND 100% 00MPATI8LES AND THE MACINTOSH, 
VICTORY AT SEA IS A TRADEMARK OF THREE-SIXTY PACIFIC, INC, (C) 1993 THREE-SIXTY PACIFIC, 
INC. ALL RIGHTS RESERVED. IBM IS A REGISTERED TRADEMARK OF INTERNATIONAL BUSINESS 
MACHINES. MACINTOSH IS A REGISTERED TRADEMARK OF APPLE COMPUTER. 
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An Expanding Empire 

New World's New Worlds for Empire Deluxe 

by Mark “Skulker" Carroll with Alan Eiiirich 


F ollowing on the heels of cheir Em- 
pire Dinuxc anti Empire Deluxe for 
Windows, New World and White 
Wolf Productions have produced an add- 
on disk boasting over 40 new scenarios to 
challenge the Empire buff. Designers 
Mark Baldwin and Bob Rakoskv concrib- 
uied their own scenario designs and en- 
listed contributions from various game 
designers, play testers, and other industry 
notables. With a cast of “celebrity” de- 
signers behind it, this disk offers more 
than just new worlds to conquer; it can 
also be seen as a set of lessons to teach 
scenario design principles. 

Contributing to Empire Deluxe: Scenar- 
ios are such gaming dignitaries as noted 
board wargame designer Jim Dunnigan, 
science fiction author Jerry Pournelle, 
Trevor Sorenson of Inrerstcl’s Star Fleet 
scries, Will Wright of Sim City fame, 
Gordon Walton and Don Gilman of 
Harpoon, and CGW's own Johnny Wil- 
son, among others. 

History in the Playing 

There are 37 scenarios included on the 
disk, several of which have multiple ver- 
sions for increasing nutnbers of players. 
The scenarios range from fairly normal, 
to historical, to outright bizarre. The his- 
torical scenarios, contributed primarily 
by Steve Barker and Mark Clouser, fea- 
ture gorgeous real world settings lor the 
American Civil War, the Bolshevik Revo- 
lution, WWlI's Pacific d'hcatre. Ancient 
Rome, and several global conflicts. Em- 
phasis in the scenarios runs from e.xtrcme 
naval to extreme land actions, and from 
single play to humans-only multi-player 
games. A number of special rules have 
been suggested for some of the games to 
give them character and add a good deal 
of gaming spice. 



|im Dunnigan's scenario is a single-player game 
with cl science fiction motif. 


Empire as Chess? 

'I’he most visually striking of the scenar- 
ios is Mark Baldwin’s “Chess” which 
comes in two and four-player versions. It 
is played on a checkerboard map of alter- 
nating land and sea squares with only one 
city to a side. Each side starts with two 
lines of units along an edge of the boaixl. 
This particular game is a fascinating exer- 
cise in unit conservation as there is little 
hope of reinforcements during the game, 

The most bizarre scenario included is 
“Vortex” by CCIV editor, Johnny Wil- 
son. The map is composed of one long, 
thin spiral of land with cities ilotting the 
land mass. As the players move toward the 
center of the spiral, the game becomes a 
logistical nightmare requiring some crea- 
tive strategies. 



lorry Pournelle's island scenario sets the 
slcige for a major naval conflict. 


ers start out with both large initial forces 
and a large city count. The huge map has 
several main islands and huge expanses of 
sea. A few neutral cities are included to 
give the edge to a clever player. 



Johnny Wilson's spiraling design clearly 
reffeiis the aiitlior's state ol mind. 


Extra Extras 

The scenario disk also comes with two 
utility programs, EMPSTATS and 
EMPSTATW. 'I'hese are the DOS and 
Windows (respectively) versions of the 
same program. When given the name of 
a scenario or map file, they will print out 
statistics on the percentages of terrain 
types, and for scenarios includes the num- 
ber and types of each sides’ starting units. 
The look is quite spartan, but these pro- 
grams are useful when designing scenar- 
ios, giving a quick overview of the design. 


One of Jim Dunnigan’s contributions, 
“Red World,” is a game for a single human 
player against five computer opponents 
within a science fiction motif. The map is 
solitaiy worlds (cities) in a space (ocean). 
Once the human player reaches a certain 
level of cities captured or battleships sunk, 
the computer player levels are enhanced to 
keep the game from ending too soon. 

Bob Rakosky’s “Win or Draw” scenario 
is ideal for modem play. On a map of 
three continents, each player starts with 
only two transports and cannot build 
more. The game ends in a draw il all the 
tranports are sunk and each player has one 
continent to himself, It be- 
comes a touchy game of cat 
and mouse with each player 
trying to protect his trans- 
ports and expand, while 
committing resources to 
sink the enemy’s transports. 

jerr)' Pournelle has pro- 
duced a real slugfest in his 
“Naval Duel.” I'he two play- 


Anothcr included utility is RANDMAP 
and RANDMAPW (again, the DOS and 
Windows version). Its purpose is to pick 
a random map file for a game, much like 
the original EmpireCuX. With all the maps 
to the scenarios thoughtfully included on 
the disk, players will certainly have plenty 
to choose from. 

Finally, Etnpire Deluxe Scenarios in- 
cludes the latest, greatest vei'sion of pro- 
gram, Version 3.11, which fixes minor 
bugs. All told, Empire Deluxe fans, espe- 
cially those into scenario design, will find 
a lot of value in this single, “star-studded” 
disk. CGw 


Empire Deluxe Scenarios 


TITLE: 

I’RICE: 

SYSTEM: HIM 

REQUIREMENTS: OiiKituil Empire Oi'liixf yamu 

PROTECTION; Nonu 

DESIGNER; While Wolf PrcxJuciiaii'. 

PUBLISHER: New World Cotnpuling 

P.O Box 4302 
Hollywood, CA 400711 
10lfi)9')‘J-060f> 
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M/ son and I love this game ^'^ 
Great work!! 


Robert Strausi, Burbank 


My daughter ( / 1 years old) and I have become "Oxyd" 
addicts, ^e cannot waif to begin exploring the many 
other levels. Thanks for creating such an excellent prod- 
uct. R. 5., Germarrlown 

This is, without question, the most impressive game I 
hove ever seen. I am amazed at the audio, visual and 
action. George L. Tanty, Arlington Heights 

Outstanding program!!!! John Benwuer, Los Galas 

Wow! That's all I can say about Oxyd. What an incredible 
game! Hurry! I can't waif to play!! 

This game is highly addictive. Stuort Ritchie, Conodo 

One of the nicest games I have seen in a long time. 

Thanks for creating such a challenging piece of software. 
Steve Brannon, Canada 

I'm completely hooked! Patricia B. Smith, NH 

The game is a blast! Excellent graphics, extremely well 
done. Interesting challenges in each landscape also. ! 
look forward to the next 90 landscapes. David Mangini, Cf 

The game is really slick, well designed. Those first 10 
levels alone were worth paying for! 

One of the most elegant games I've played. Thanks a lot 
for a great game. Jeffrey Jondahl, San Diego 

OK so we got booked! 


Oxyd«> magnum! 
for PC, Mac, 

A500 - A2000, ST, TT or Falcon Computers. 

Sequel of the award winning 
Oxyd, now shipping! 

Mac: 1MB RAM, color or monochrome! 

PC: 386 or above, 2.5MB RAM, ECSA 
or VGA monitor, Soundbla. or Adi. optional. 


! enjoy this game a great deal and so do my children and 
their friends. It is just what I have been looking for !! 
Jerome Wescott, Minoeapolii 

My whole family enjoyed your game a great deal. 
Michael C. Moore, Columbia 

Oxyd has to be the most artistically superb piece of 
programming that I have seen. From my position of 
having completed about one third of the single-player 
levels, the landscapes have been continuously varied 
with a marvelous attention to graphic and audible detail 
that mokes each new one a continuing delight. I espe- 
cially appreciate bow the marble interacts in seemingly 
realistic but different ways when rolling o ver or bouncing 
against different "natural" (or unnatural) substances 
like stone, wood, swamp, freefall etc. J\t this point, I'm 
already worrying that I'll run out of levels (assuming ! 
keep solving the puzzles). Jeffrey R. Harrow 

Even our 3yr old enjoys the game. 

I just had to write to tell you bow much fun I've bad 
playing Oxyd. The attention to detail ■ the sounds, the 
textures of the surfaces • really adds to the fun of the 
game. H invites the imagination for a ride. 

Thanks also for making all of the landscapes cholleng- 
ingbutnolimpossible. At first IthougbtthatlandscapeJS 
wos unfairly difficult, but when I found the way through 
it, I really admired the ingenuity. Tom Phoenix, Portland 

If is rare to find such a visually appealing, addictive and 
playable game. Kathryn Wilson, Australia 

I'mreallyimpressedwitbyourgame, Oxyd. Congratula- 
tions on a unique and fun product, and best luck to you 
all. John M. Dodd, Thousand Oaks 


Oxyd Credits: 

Game of the Year 

fompiiW S Pfklogogi 06/93 

The variety of play is 
literally, incredible. 

Score this game a solid 10 

C\jmllioia06/93 

"A" rating - Wow! Exquisite. 
A must for your games library. 

Game of the Month. 
Top of the Charts 


Call 617-497-1130 hr the 
Oxyd magnum! retailer nearest you 

Get a free appetizer for Mac, PC, Amig. or ST: 
Send S 4.00 for shipping & handling for 
1 0 challenging landscapes of Oxyd to 
Dongleware Publishing, 35 Howard Streef, 
Cambridge, MA 02139-2909 
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Design Notes 



Scott Hamilton’s Aide dc Camp has been 
called the "Holy Grail of Computer Wargam- 
ing" by its most enthusiastic users. It is not a 
game, hutratheratoolformnkinggntnes. With 
it, board lunrgamers can computerize their 
favorite board games or design original games, 
and play them via e-mail with tuargatning 
fi'iends. In this short article, Scott offers some 
tips for the wargame dcsigiter. 


T here is a truism among board and 
computer wargame design: “The 
player can always do becrer.” Evcii 
before the shrink wrap has liic the floor, 
most Iiard core gamers will find elements 
of a design that they could have done 
better h given the chance. Aide de Camp 
gives gamers just this chance — the chance 
to put their design talents where their 
mouse is. 

Practically everything about a final Aide 
de Camp (ADC) game is determined by 
the user: how it looks, how it plays, and 
how detailed it is. In effect, the user de- 
cides where to go, and ADC provides the 
power and flexibility to get there. 

Because the user is responsible for so 
many elements of the design, careful 
planning is essential. Sometimes knowing 
even a few “tricks” can be a real time saver. 
From the experience of users so far, I’ve 
been able to compile a list of often-heard 
suggestions. 

Start Small 

Everybody tells me this! Begin with a 
small game, or even a small portion of a 
map to get the hang of ADC before in- 
vesting rime in a larger game. In particu- 
lar, experiment with differenr zoom level 
settings and secondaiy terrain symbols. 

Plan Ahead 

For games of any size, write down all of 
the necessary terrain and unit symbols 
beforehand. Decide what color they will 
be and what they will look like. Decide 
which unit and class values will be stored 
and what modifications they may need. If 
the values don’t fit or don’t display well, 
consider making “chits” or “markers” to 
go in the hex with the units. Above all, 


Even The Aide 
Could Use A Hand 

The Designer Speaks On Aide de Camp 

by Scott Hamilton, President ofHPS Simulations 


planning should be aimed at keeping 
things as simple as possible. 

Check The Map 

Look over the entire map before placing 
terrain. Make sure it’s the right size and 
the mapsheets line up properly. If not, 
delete the map and start over, 

Save Often 

Save map and game sets often to mini- 
mize potential data loss. A good idea is to 
use a different name each time a set is 
saved. That way, if a mistake is made, a 
file saved previous to the error can be 
resurrected without losing a lot of work. 
If disk space is at a premium, clear out the 
unwanted back-up files at the end of each 
session. Note that the auto-save feature 
creates a backup file by overwriting the 
existing auto-save file. 

Set Zoom Levels Appropriately 

Redefining zoom levels for a game can 
be a real time waster. A little forethought 
can save many headaches. Normally, 
Zoom 1 should show the entire map. 
Zoom 2 should show enough hexes so 
that any unit can move its full movement 
allowance without scrolling, and Zoom 3 
should show combat in detail. 

Delay Unnecessary Map Entry 

If portions of the map are not going to 
be used at the beginning of the game, 
leave them blank to save time. Maps and 
symbols can be changed at any time, so 
when the map portions are needed for 
later game play, they can be added. 

Keep Contrasts Between Units 
And Terrain 

Try to keep a color contrast between 
units and terrain so that the units show 
up at a glance. For example, use darker 
colors for units and lighter colors for ter- 
rain. If this is not possible, try to make a 
border of an opposite color around the 
unit symbol. For example, place a dark 
border around a light colored unit, and 
vice-versa. 

The success that ADC is achieving is 


very much due to customer feedback and 
support. Every improvement I’ve made 
since the introduction of version 1 .0 has 
been the result of player suggestions. The 
single biggest change I’ve made was the 
addition of an optional hex grid overlay. 
This change didn’t affect any of the game 
mechanics, but allowed ADC maps to 
look like the familiar hexes instead of 
squares. 

For the “monster gamers” who use 
ADCzo play games such as GRD’s Etiropn 
and SPI’s War In Europe, 1 made several 
changes. The number of unit symbols was 
increased from 200 to 250, and up to 12 
units per hex are displayed at the bottom 
of the screen. I also introduced an auto- 
save feature to protect against data loss in 
case of power or system failure. From the 
suggestions of tactical gamers — like chose 
playing Avalon Hill’s Advanced Squad 
Leader and The Gamers’ Civil War Bri- 
gade Series — I added built-in unit facing 
capabilities and the option to change the 
number of unit symbols displayed per 
hex. 

The current version of ADC{\.\A) in- 
cludes all of these additions and more. 
Since I believe in supporting my custom- 
ers the way they have supported me, 1 am 
offering this upgrade ftee to registered 
/IDC users. All I ask is that they send me 
a blank, formatted, high density disk and 
a self-addressed scamped return envelope. 

Version 2.0 is planned for next year. 
This upgrade will include a number of 
significant changes over version 1.14. My 
standard upgrade polic)' will hold for chat 
version, which will be made available to 
registered users for$10-$l5. 

I’ve also begun an ADC Opponent’s 
Wanted database. Each gamer registering 
with this service receives a list of others 
looking to play the same or similar games. 
The list will be updated and printed every 
four months. Each customer will receive 
an initial copy of the list for free. 

Scott Hamilton may be reached by phone 
at (408) 554-8381 or by e-mail on GEnie 
(S.Hamilton), Prodigy (KFHB08B) or 
NVN (SHAMILTON). He is a strong be- 
liever in product support. 
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Sneak Preview 



Sneak Previews are not designed to be 
reviews. They are feature articles ba.scd on 
“works in progress” that CGWs editors 
have deemed worthy of carl)’ coverage. 

These articles are not intended to provide A DrA\/iAlA/ 

the final word on a product, since we ^ rUSfVIfefW Ul 

expect to publish appropriate review cov- 
erage when the g.tme is finished. 




Aces Over Europe from Dynamix 

by Brynii A. Walker 


An nvid computer game iiiul flight shn fan, the 
author is also an AH -64 Apache pilot and Arma- 
ment Officer for the U.S.Army. A combat veteran 
of Desert Storm, he's currently stationed at Fort 
Campbell, Kentnchy. 


M ilitary, civilian, or arm-chair pilot, 
one common thread runs through 
all aviation bufl.s: A passion for 
“Warhirds.” There's something about the 
coughing rumble of a huge Pratt and Whit- 
ney radial, or the cultured growl of a Rolls- 
Royce Merlin tliat fires their imagination, 
They all dream of bravely striding out into 
the foggy English dawn to mount their trusty 
Thunderbolt, Lightning, or Mustang and 
roar off into the .shy. Wherever a magnincent 
old Warbird dies, misty-eyed aviation enthu- 
siasts of all ages and backgrounds dream of 
going back in time and being Aces Over 
Europe. 



Of the computer game companies that have 
fostered these fantasies, few have been as suc- 
cessful as Dynamix. Fans oi' their Red Baron 
and Aces of the Pacific (AOTP) can look for- 
ward to climbing into the cockpit of /lew Over 
Europe, the newest title in the “Great War 
Planes” scries. Building on the friendly inter- 
face, versatility and attention to detail that is 
their trademark, Dynamix basset its sights on 
the European theatre during the latter part of 
World War II. With surprisingly few good 
games addressing this influential period of air 
combat, the arrival o? Aces Over Europe a 
welcome addition that is sure to make a three- 
point landing in its genre. 


Like many new simulators. Aces Over 
Europe has had rumors swirling around its 
development like vapor trails off of wingrips. 
d'he truth is there will not be modem sujiport 
or a “Padlock” view resembling the one in 
Falcon 3.0. During di.scussions with Tucker 
Hatfield, Quality Engineer at Dynamix, I 
learned that these features 
were considered, bur 
judged too unwieldy for 
the current game system. 

While 1 was disappointed, 
the game’s other improve- 
ments make up for these 
missing options. Rather 
than simply put a new coat 
of paint over AOTP, Dy- 
namix has polished and re- 
fined their award-winning 
simulation system. Even 
with my early beta-test 
copy, it’s easy to see that 
fans of both Red Baron and 
AOl PwxW find many famil- 
iar features, while being pleasantly challenged 
by noteworthy improvements. With a Few 
mouse clicks, new missions, planes, weapons, 
graphics, flight models and other features will 
start .showing the game’s new muscle. 

Shiny New Toys 

Of course, a major attraction of any flight 
simulator is the number of new toys for the 
player to enjoy. Aces Over Europe's wine list 
has plenty of vintage, sporting 20 different 
aircraft, 1 4 ground vehicles antri3 ships. 'I'he 
P-51, -47, and -38, two models of Spitfires, 
Mo.sqLiitoes and Me-109s, three different 
Focke-Wulf 1 90s, and the Me-262 jet are all 
waiting for the player to climb in. The B-17, 
-25, -26, Arado 234B “Blitz” jet bomber, and 
Ju-88 arc also represented and make appear- 
ances as cither targets or friendlies to defend. 

Perhaps the most impressive new feature in 
Aces Over Europe is what Dynamix calls the 
Tall Resolution Mode. With twice the verti- 
cal pixels of normal 320x200 VGA, the 
“Tall” mode looks great! The planes arc now 


sharper and more detailed than those of Red 
Baron or AOTP. In addition, the Tall mode 
helps the player di.sccrn what maneuvers the 
enemy aircraft arc performing from a greater 
distance — a big plus in a dogfight. Switching 
between both resolutions provides a very clear 
example of how much better the Tall graphics 


are in comparison to normal VGA. And, to 
the relief of technophobes who cringe when 
a new gimmick promises to crash a game 
every 30 seconds, the Tall resolution code 
seems quite stable, even in my beta-test ver- 
sion. 

As impressive as the Tall resolution would 
be by itself. Aces Over Europe 'Aso introduces 
gradient shading to the aircraft models. C'om- 
bine these two Ic-atures, and players are going 
to be treated to possibly the best-looking 
Wai'bird models ever seen in a PC flight sim. 
I'he extra power has made it possible to 
clearly render multi-color camouflage, inva- 
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sion srripes, and even individual squadron 
markings on the aircrafr. I'he sharp detail on 
the bombers is particularly impressive, and 
provides great suspension of disbelief as the 
player slashes through their formations. 
Without question, the aircraft models of Aces 
Over Europe Arc a new standard in excellence. 

The Good Fight 

Remembering the criticism y4077^ initially 
received for its slow f-rame rate, Dynamix 
tried to keep the speed oi Aces Over Europe as 
high as possible while including the new fea- 
tures gamers wanted to see. Bench-testing 
between /1077-’and the beta-version of Aces 
Over Europe ccnamly bode well for the eager 
flight-sim public. Despite the fact that my 
beta-test copy still had .some “rough" code 
and integral hardware/software-bascd copy 
protection, the game plays just as smoothly as 
AOTP with the 1946 upgrade. The actual 
release version may well run a tad faster. 



The huge formations of 
heavy American bombers 
spew out a hailstorm of 
defensive fire, occasionally 
vaporizing attacking 
fighters in a single pass! 


Another criticism leveled at AOTPwas the 
“one size fits all” flight models that took away 
from each plane's own character, d'he flight 
envelopes and aerodynamics of Aces Over 
Europe have received some tweaking and are 
now noticeably more realistic than those of 
AO'TP. The realism of external stores, flaps 
and landing gear have also been improved 
dramatically. A significant new feature is the 
addition of bufTeting and spins, which were a 
deadly hazard to the pilots of real Warbirds. 
The flight model improvements are certainly 
more realistic, but still lack some of the nastier 
traits characteristic of the high-strung fighter 
aircraft of that era. The takeoff and climb 
characteristics arc still overly generous, with 
even fully-loaded P-47s becoming airborne 
after rolling perhaps 200 feet! While Aces 
Over Europe's flight models don’t approach 
SVGA Air Warrior's level of realism, they 
stand well above those of AOTP. 

New-and-improved missions successfully 
convey the flavor of the European air war. 


“Interdiction” and “Crossbow” mi.ssions 
challenge the player to destroy key facilities 
such as bridges, rail heads, V-1 launch rails 
and radar sites. The new “Close Support” 
missions may find the player attacking a col- 
umn of panzers while trying' to avoid Me- 
262s and intense ground fire. The “old” 
missions front AOTP Arc. also present, includ- 
ing new Aces to tangle with. A major fix in 
Aces Over Europe has made the “Scramble” 
sorties much more exciting. Instead of trying 
to intercept high-altitude bombers, the player 
is now greeted by enemy fighters buzzing 
right down the runway! Even worse, the 
player’s own plane may be loaded with bombs 
and external tanks in anticipation of a long- 
range strike. 

Aees Over Etirope also showcases new weap- 
ons and attack options. From the tactic of 
“Skip Bombing” to the tricky German GM21 
rockets and new cannon pods, there’s plenty 
of new spice in Aces Over Europe's gunnery 
stew. In addition. Aces Over Europe ^wes the 
player the abilit)' to send his comrades after 
targets that didn’t appear on the mission 
brief, which was impossible in AOTP. Still, 
the wingmen are tentative in the ground-at- 
tack missions, leaving the player to do nearly 
all of the work. While doing that ground-at- 
tack work, veterans ofyl07Tare going to find 
Aces Over Europe's heavier and more accurate 
ground fire aggressively “stitching up” their 
planes. The familiar exploding flak is now 
much more destructive and definitely adds to 
the “white knuckle” factor! 

Attacking bombers in Aces Over Europe cun 
also be a harrowing experience. The impre,s- 
sive formations of heavy American bombers 
spew out a hailstorm of defensive fire, occa- 
sionally vaporizing attacking fighters in a sin- 
gle pass! The cartoon image of a singed, 
wide-eyed pilot hurtling through the air in a 
seated position and grippinga twisted control 
stick came to mind often. Mr. Harris made it 
clear that, mercifully, the accuracy of the 
bombers’ defensive guns would be reduced in 
the release version of the game. This is very 
good news for would-be bomber intercep- 
tors. 

The Campaigns and Historic Missions of 
Aces Over Europe \\\\\ again feel familiar to 
veterans of Red Baron and AOTP. The His- 
toric missions arc wcll-rcscarcbed, providing 
28 different aerial adventures of varying dif- 
ficulty. The campaigns offer a wide variety of 
challenges while staying faithful to the actual 
progression of the war. Flying as a Luftwaffe 
pilot can be a humbling experience as the 
player’s character comes to grips with the 
futility of fighting huge numbers of Allied air 
forces. 

Many other sharp refinements will come to 
light as players explore Aces Over Europe an 
improved briefing/inflight map, new flight 
recorder functions, and controller options 
that include CH Flightstick Pro and note- 
book adapter support. Pilots who find them- 


selves “out of airspeed, altitude and ideas” will 
be thankful for the ability to now bail out at 
any time. The animated sequences are par- 
ticularly well done, resembling old WWII 
film footage. Personally, my favorite new bit 
ofehrome was the small explosions that now 
appear when a plane takes a hit. 

Not Necessarily the News 

One of the few disappointments Aces Over 
Europe may have in store is the relatively 
boring terrain. The flat, lifeless terrain model 
of the game is physically much larger than 
AOTP’s, but virtually identical. Compared to 
the terrain models of Strike Commander 
Comanche: Miiximum Overkill, Aces Over 
Europe's terra firma is a definite step back- 
wards. It seems almost criminal that the 
game’s gorgeous aircraft must zoom around 
over scenery that’s only marginally more in- 
teresting than a putting green. Of course, 
there is always the graphic flash vs. frame rate 
trade-off, and it seems Dynambc has opted for 
the frame rate and its resulting playability — a 
decision that will do right by most gamers. 



Along with a terrain model mired in yester- 
day’s technology, the sound effects have also 
failed to challenge the state of the art. In fact, 
like the terrain, they seemed to have been 
simply ported over from /IOTP with little 
noticeable improvement. With the heart- 
stopping digitized effects of games like SVGA 
Air Warrioron the market, the sounds of Aces 
Over Europe seem timid by comparison. 

Off We Go... 

Aces Over Europe is not a revolutionary 
game. Taking a proven concept and engine, 
Dynamix has skillfully woven small improve- 
ments into the system while leaving the best 
features of their previous games intact. The 
successful formulas of Red Baron and AOTP 
arc very evident in the overall feel of Aces Over 
Europe. This evolutionary method of devel- 
opment may di.sappoint those expecting a 
quantum leap in technology. Regardless, Aces 
Over Europe cctx.Ain\y promises to be accom- 
modating, playable, entertaining, and even 
educational to the majority of flight-sim fans. 
Without question, Aces Over Europe has the 
potential to be the best Dynamix Warbird 
game to date. 

The author can be reached for fiirther coni' 
ment on America Online at WALKER34. cgw 
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Review 


TIiom a Wortli\j Opponent? 



SSG’s Warlords //Will Cripple The Weak And Ill-Prepared 

by Ed Dille 




“III the stirvii’iil offdvoml iiitlivieliittls and races, 
daring the comtaiitly-reairrin^ Struggle for F.xist- 
ence, we sec a powerful and ever acting form of 
Selection!' 

—Charles Oanvin 
“ Though fraud hi all other actions he odious, yet 
in matters of war it is laudahlc and glorious, and he 
who overcomes his enemies hy stratagem is as mtich to 
he praised as he who overcomes them hy force!' 

— Niccolo Machiaveili 

W ere these two great minds alive to- 
day, it is likely that they would ap- 
preciate how well 'Warlords II 
illustrates their points. In this latest oFFering 
From Australia’s SSG, none but the fittest 
may survive, and iuFerior positions are only 
winnahlc with great strategic acumen. 


Warlords II retitrns us to the moral state oF 
the Dark Ages, where kingdoms were built on 
the hacks oFthe peasantry and survived only 
through expansionism. Players who wish to 
survive in this environment must shed all 
civilized inhibitions and take to heart Dille’s 
first axiom oFcombat: the greatest happiness 
is to scatter thine enemies and drive them 
beFore you, to raze their cities, poison their 


crops, and slaughter the innocent. . .all vicari- 
ously, ol course. 

The fictional background For Warlords II is 
hrieFbut suFficient. AFter a long and bloody 
war, the land oFllluria entered a blessed reign 
oF peace. While this condition was popular 
amongst the masses, the assemhled Warlords 
who had created the peace grew bored and 
restless. As the saying goes, idle hands are the 
Devil’s playthings. Realizing that trouhle 
would soon erupt unless the warriors could 
he provided an outlet, the Sages oF the land 
gathered to cast a mighty spell, Once 
wrought, all the heroes and other unem- 
ployed military units were plucked From the 
land and dumped, en masse, in the new world 
oFHtheria. Etheria is ripe For conquest, with 
three set piece campaigns and a 
random world builder, such that 
the most voracious appetites For 
conquest should be sated. 

Warlords II is an eight player 
game oF conquest. As in Empire 
and other games oF this ilk, diplo- 
macy is only a tool to allow one to 
choose the time and place of the 
ensuing war. There is no victory 
short oF total victory but, as Hitler 
and many other would-be world 
conquerors learned, it is best not 
to sup[5ort too many Fronts at 
once. Less than 
eight players 
may he used, 
though it de- 
tracts From the complexity 
to do so, and any combi- 
nation oFthe total may he 
human controlled. 

Computer players have 
three selectable skill set- 
tings: Knight, Lord and 
Warlord. None o( the 


Warlords II 


computer opponents arc patsies. Instead, the 
cliiel diFFerence between them is the degree oF 
aggre.ssivencss displayed toward expansion- 
ism. Knights are the most conservative, pre- 
Ferring to consolidate their holdings with 
strong defenses before venturing Further. 
Lords arc a little more opportunistic, willing 
to take a risk now and then to capitalize on 
an opponent’s weakness. Warlords are natu- 
rally the fiercest opponents, attempting to 
drive you bcF'orc them with well balanced 
stacks of units while jealously guarding those 
assets already won with the blood oF their 
brothers. 

internal examination oF the program re- 
veals that the A1 routines ior each skill level 
arc identical, hut Knights and Lords arc 
handicaj^ped hy special logic constraints. 
They are forced into more passive play by 
restrictions on the offensive options open to 
them and the ntimher and types oF units they 
may build. By opting For this approach, in 
lieu of designing three separate Al routines, 
SSG was able to devote more energ)' to mak- 
ing rhe Warlord opponents as cunning and 
ruthless as possible. 

Ftdl campaigns begin with 80 cities on the 
map, 72 of which are neutral and must be 
brought under control. Neutral cities never 
undertake offensive operations, so the player 
need not be concerned with strong defenses 
of new cities during the initial phase oF 
the game. Succumb to the land tush 
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nicntaiic)' and grab as much terricoty as pos- 
sible before coming in contact with the other 
Warlords. Remain at peace with them for as 
long as possible while consolidating one's 
position after the initial expansion (more on 
that later). Alternately, players may ope for a 
quick start, which divides the neutral cities 
evenly amongst the sides prior to the start of 
the game. In practice, one generally receives 
less cities stai ting with this option, but they 
are more defensible once other Warlords be- 
gin to eye your territoiT greedily. Finally, for 
those who don’t have the days necessary to do 
a full campaign, shorter scenarios with 40, or 
even 20 cities are possible. 

Ambassadors From Abroad 

Diplomacy is an essential component of the 
new system. A single display provides the 
current state of affairs bettveen all the king- 
doms. By referring to it frequently, the player 
can keep track ofwhich nations are occupied 
elsewhere in conflict, as well as those who are 
presumably buikling up in a period of peace. 
As mentioned earlier, it is best to minimize 
the number of eneitiies one has at any given 
time. Bv keeping one’s ambition in check, for 
the time being at least, it is possible to mass 
decisive force on one or two of the opposing 
Warlords at a time. In military terms, this is 
known as defeat in detail. 

Three states of diplomacy exist: peace, lim- 
ited war and total war. All sides initially begin 
at peace with one another, with one excep- 
tion. If the player begins the game with the “I 
am the Greatest” option, then all the oppos- 
ing computer players will come after him 
with a vengeance. Limited war is an agree- 
ment to allow armies to fight each other in 
the field, but cities are considered sacrosanct. 

1 oral war is inevitable if one wishes to win 
the game, but again, one should not rush 
headlong into this state ofdiplomacy (or lack 
thereof). 

fhe initial period of peace allows one to 
build a military and economic base for the 
ensuing conflict. Defeat and occupy as many 
neutral cities as possible. Invest in the unit 


types which may be pro- 
duced by each city until 
there arc at least three. 
With the potential to 
build three or more unit 
types, city walls will pro- 
vide a defensive bonus ol 
two instead of one. Play- 
ers of the original War^ 
/wtr/ywill remember that, 
over time, it was possible 
to build city fortifications 
to a level of nine, which 
made them virtually im- 
penetrable. WtU'lords II 
does not allow this. 1 wo 
is the maximum defen- 
sive bonus of city walls, 
but several new and 
unique unit types more 
than make up for this tlifference. 

When an opponent is encountered early in 
the game, the player has two options. First, 
garrison the border with at least three units in 
each city and expanti in a different direction. 
Or second, foetts on him in lieu of the neti- 
ttals to attempt to eliminate him from the 
game before he can become very powerful. If 
one chooses the latter option, the oittbrcak of 
hostilities may take one of two forms, d'he 
diplomatically correct way is to move units 
into position, then declare war on the diplo- 
macy .screen just prior to ending the turn. 
This gives the opponent a small warning of 
what is coming, but it preserves one's status 
as a fair player with the other opponents. The 
alternative is to strike without warning, con- 
ducting surprise attacks accompanied by 
treachery messages lor the world to see. This 
may yield an immediate tactical advantage, 
but it may also prompt other leaders to be- 
come more hostile based upon that act alone. 

The Military Advisor 
When one is positioned next to an enemy, 
a .sword icon appears to prompt the attack. By 
holding down the shift key, this icon changes 
to a qtiestion mark. Clicking on the mouse 
then brings up the Mili- 
tary Advisor screen. The 
advisor is important for 
several reasons. First, his 
advice is usually accurate 
unless one has the “in- 
tense comhar” option en- 
abled. Intense combat 
can even otit the disparity 
between inferior and su- 
perior forces, allowing 
the former to win on oc- 
casion. Also, rheadvisor is 
important because of the 
manner in which unit 
stacks are presented. 

The most powerful unit 
in a stack is always dis- 
played as the map icon. A 


staff which accompanies the unit changes to 
reflect the number of units in the stack. The 
banneron the staff becomes larger and longer 
as units are added (eight is the max per stack) 
and a second smaller banner appears below 
the first when the number of units exceeds 
four. What is important to understand from 
this is that looks can be deceiving. A fierce 
Demoii unit with a double banner may be 
accompanied by other powerful units, such as 
Griffins, Giant .Spiders and Minotatirs, or it 
may be the only strong unit in the stack, 
carried along by several units of Scouts with 
an Orcish Mob or two. The only way to tell 
the dilfercnce is to use the Militar)' Advisor 
function. 

The same logic applies when approaching 
cities. luich city is divided into four quad- 
rants, which makes it capable of holding up 
to .32 units. It doesn’t matter which wall is 
attacked, all the units in the city must be dealt 
with to capture it. The presence of certain 
units in the city, some of which mav not 
appear visually, can negate bonuses in the 
attacking stack and vice versa. The next sec- 
tion wilt discuss these new effects but. for 
now, the important thing to remember is to 
use the Military Advisor profusely when plan- 
ning attacks. 

The types of comments one obtains from 
him range from “this battle should be as easy 
as butchering sleeping cattle " to “an attack 
here would be utter suicide.” Between these 
two extremes are several other recommenda- 
tions that reflect an even match and slight 
advantages bv either side. Flayers must use 
their judgment as to how hard the attack 
should be pressed. 

When a city is conquered, the player may 
either occupy, pillage, sack or raze it. Occu- 
pation treats it like ail other player cities and 
retains whichever units were already being 
built therein. Pillaging eliminates the ahilitv 
to biiikl the most powerful unit in that city 
in return for an immediate cash benefit. Sack- 
ing destroys all production except the least 
powerful unit tyj^e, but yields the most cash 
to continue the campaign. As such, it is iisti- 
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ally not a good choice if one is plantiing on 
keeping the city unless it is necessitated by a 
quest (see below) or the player is ver)' cash 
poor. 

Razing is the adoption of General William 
T. Sherman’s scorched earth policy. In es- 
sence, the city is burnt to the ground and 
cannot be rebuilt. The player derives no 
money from razing a city, but there is a way 
to do it that is not explained in the manual. 
If one’s intention is to raze the city anyway, 
don’t do so when it is first captured. Instead, 
sack it for all it is worth and then move on. 
Prior to ending the turn, however, return to 
that city with the pointer and then raze it. 
This is an effective tactic when one is raiding 
behind enemy lines and cannot defend the 
cities from being recaptured the next turn. In 
essence, it fills one’s coffers and denies re- 
sources to the enemy. 

Rank And File 

The expanded bestiary of Warlords II en- 
hances the tactical model very nicely. Cities 
are initially capable of building 1 -4 unit types, 
but the player may invest in new unit types as 
funds become available. Players must pay 1 0- 
1 500 gold pieces to give a city the capacity to 
build a certain unit. Each unit type has a base 
combat and movement value, a set produc- 
tion time which ranges from 1-4 turns, and 
may have other movement or combat bo- 
nuses. Successful players will learn this system 
inside and out, such that they construct of- 
fensive and defensive stacks of mutually sup- 
porting units. Given that, let’s examine some 
units and illustrate advantageous methods of 
employment. 

Spiders are extremely effective units for de- 
fending cities. They cost 1 000 gold to estab- 
lish, but they have a two turn build time, a 
base combat value of 5 and a +2 combat 
bonus if defending a city hex. Given that, a 
spider supported by 2 or 3 expendable light 
units in a city with +2 defensive walls can 
withstand all but concerted enemy attacks. As 
such, it is best that the third city captured be 
put to work producing spiders to vector to all 
new conquests for quick defense. 

Giant Bats are the best reconnaissance 


units. They are cheap to establish 
(30 gold), which makes them a 
perfect choice to increase cities 
from two to three unit produc- 
tion, and they arc built in one 
turn. Their base move value of 16 
is the same as that of Scouts, but 
they suffer no terrain disadvan- 
tages to movement. Build several 
Bats early in the game and use 
them to uncover the map (which 
is hidden at higher levels) in ad- 
vance of the conquering armies. 

The most powerful units that 
may be built directly, instead of 
acquired through special actions 
(see the next section), are Pegasi, 
Griffins, Unicorns and Elephants. Pegasi may 
move 20 spaces without terrain restrictions, 
have a combat value of 5 and provide a +1 
combat bonus to all units in their stack. Grif- 
fins have the same movement value, a combat 
rating of 6, btit have a +2 individual bonus 
when attacking cities. This makes Griffins an 
excellent choice to conduct interdiction op- 
erations deep in enemy territory. Unicornsdo 
not move as fitst as Pegasi and arc subject to 
terrain restrictions as well, bur their unmodi- 
fied combat value is 7 and they have the same 
+ 1 bonus for stacked units. Elephants are a 
particularly nice addition, and not only be- 
cause I happen to be a big fan of Hannibal’s 
campaigns. Phey have a base combat value of 
8, but more importantly, the presence of an 
elephant in an attacking stack reduces the 
combat value of every enemy unit in the 
battle by one point. 

What Is Thy Quest? 

As was mentioned, there arc several other 
units which may only be gained through 
special action. Evetyone begins with one 
Hero, but may receive offers from others if 
the coffers of the kingdom are full. Heroes 
have variable combat and move values which 
may increase as they gain experience. Heroes 
add leadership and combat modifiers to the 
stacks they command. Further, they can dis- 
cover and carry items which increase their 
bonus levels even farther. Heroes obtain these 
items, as well as numerous other beneficial 
rewards, by visiting the ruins and 
temples scattered around the 
counttyside. 

Powerful monsters inhabit the 
ruins one discovers. By defeating 
them in single combat, the player 
may obtain a cash bounty or one 
of the aforementioned special 
items or combat units. The types 
of special units include: Wizards, 

Giant Wynns, Undead, Demons, 
Elementals, Devils, Archons and 
Dragons. The presence of any of 
these units in a stack adds a +\ 
combat value to all units with the 
exception of Dragons, which con- 


vey a +2 bonus. Special units are the most 
powerful in the game, so it is necessaty to 
divert one’s Heroes away from the battle to 
accomplish these explorations. 

Temples are inhabited by non-secular 
priests who may either bless the Hero and his 
stack (another combat bonus), offer informa- 
tion about the location of certain items or 
allies, oroffer a quest. Quests might entail the 
recovery of a specific item, destruction of a 
particular city or even a crusade, where one 
must sack a certain amount of gold from the 
opponents. 1'he successful completion of a 
quest results in the temple bestowing several 
powerful supernatural units to your cause, 
typically Archons but not exclusively so. 

In The Heat Of Battle 

All battles in the game arc decisive, continu- 
ing until only one group remains, d'hc entire 
campaign may also continue as such, but if 
one becomes too powerful, the other sides 
may sue for peace. The player may opt to 
accept or continue on. Either way, by the 
time a full-scale campaign is completed, as 
much as 1 5-20 hours will have passed. Herein 
lies the single complaint I have about the 
game. Once victorious, one receives a brief 
fanfare and a single graphic image depicting 
the arrival of peace. Sorry gang, it was great 
getting there but the payoff could be a little 
more rewarding. If there is a Warlords III 
(one hopes so), some of the expanded graph- 
ics and sound capability might be used to jazz 
it up a bit. 

Grumbling aside, every other aspect of 
Warlords II is worthy of respect and admira- 
tion. The digitized sound routines are han- 
dled very nicely and the AI engine is surely 
one of the finest on the market. Even if one 
is a highly skilled strategist and tactician, the 
game is going to win now and then. As in the 
real world, anything can happen to disrupt 
the best laid plans. If one’s heartbeat keeps 
time with the rhythm of war drums, and a day 
in battle is more palatable than a day in the 
park, step into the Warlords //arena and be 
humbled, cgw 
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Strategy 



Prepare Thyself For 

Warlords II 

by Robert L. Hayes, jr. 


T his rwo'part stnucg)' guide to SSG’s 
Warlords //begins with an ovci'vicw of 
the production of inilitaiy units and the 
uses for each unit. Next month, wc’ll cover 
comhat, grand strategy, and useful tips and 
tricks. 

The Best Creature For The Job 

I’he individual units in Warlords ll can all 
be used for the same purposes: attack, defense 
or exploration. However, most units have spe- 
cial powers or characteristics that make them 
far more useful for certain tasks than others. 
The successful Warlord will be the one who 
makes sure his or her armies are pcriorming 
the jobs for which they arc best suited, 

Each cic}' has a selection of unit types avail- 
able for production. Additional unit types can 
be added to existing cities by spending gold; 
when to buy new unit types and when to 
simply concentrate on producing what you 
can is one of the decisions that separates world 
conquerors from dogmeat. In general, pur- 
chase units when you can, but don’t bankrupt 
yourself in doing so. Heroes that approach you 
during the game should always be bought, but 
generally each hero will want 1000 gold or 
more; try and maintain between 1000 and 
1 500 gold in your treasuiy at all times. Addi- 
tional funds should be used to purchase new 
unit types at cities that are appropriately lo- 
cated. 

Table 1 provides several categories ol useful 
information on the various units. The first few 



columns will be familiar to anyone who has 
played the game; they cover the same basic 
unit data provided in the rulebook. Number 
of units produced per turn is self-explanatory; 
this value provides a basis upon which to 
compare the strength added per unit of time. 

Strength per turn indicates how many 
strength points the production ofa given unit 
will add to your army in a given period of time. 
Of course, not all strength points are created 
equal: Eight one-point Scouts are not the 
equivalent of one eight-point Archon. How- 
ever, these numbers can be compared to a 
certain extent. Special strength per turn re- 
flects the special terrain or supernatural modi- 
fiers that ceitain units receive or pi’oduce. 
Some of these modifiers are veiy common 
(Dragons, for example, always get their tsvo- 
poinr bonus unless fighting a Devil), others 
fairly common (cavalry gets a point or two 
while fighting in open ground), and some are 
quite rare (archers get their one-point bonus 
only in forests). Cost per strength point and 
cost per special strength point reflect how 
much gold is required to build each unit rela- 
tive to how strong the unit is. 

Unit values not easily tabulated are those 
powers which affect an enemy’s stacks rather 
than your own; catapults reduce a city’s de- 
fenders by one or by two depending on the 
strength of the city, while Devils and Archons 
eliminate the honuses the enemy stack receives 
due to the presence of special units. Elephants, 
handy creatures that they are, reduce the en- 
emy’s strength by one regardless of the terrain 
or presence of special units. 

Depending on the given circumstances ofa 
game, some bonuses are not worth as much as 
they are ordinarily; ifyour opponent’s army is 
simply swarming with devils then few of the 
bonuses will be worth anything at all, since 
your enemy’s devils will negate the bonuses 
when you fight them. 

Note that the table uses the normal values 
for units. Occasionally, a city will make units 
that are non-standard. Tiese changes can be a 
one-point combat difference in either direc- 


tion, a rvv'o-point difference in movement 
points, ora one-turn difference in production 
time. It is possible, then, for a city to construct 
heavy infantry with four combat strength 
points, ten movement points, and a one-turn 
construction time. For the most parr, how- 
ever, units will follow the rulebook values. 

Usually, a country will be able to afford as 
many military units as it can build. I bis would 
.seem to make the unit cost somewhat irrele- 
vant, but this is not the case; a few gold pieces 
per unit rimes 100 units can make a remark- 
able difference in your overall gold availability. 
.Since your treasuty' determines whether you 
can afford to hire another hero or purchase 
spiders at an important city, watch your unit 
costs! 

Putting Units To Good Use 

Scouts are good at exploring un- 
known territory, moving through 
hills and forests as though they were 
clear terrain. They are the best units for naval 
purposes, as they are the cheapest and the 
fastest to build. Since all navies have a strength 
of four, scouts can be u.sed to take out huge 
quantities of enemy strength at minimal cost 
to yourself. But.they are thoroughly pathetic 
fighters on land anti contribute very little to 
any stack they are in, aside from their ability 
to guide stacks through bad terrain. 

H Bats make the perfect explorers; as 
aerial units they see an extra square in 
all directions in hidden-map games, 
'fhey are vciy expensive relative to their 
strength (although not very expensive in an 
absolute sense) and make poor combat troops. 
Quickly produced at the beginning of the 
game (and only rarely thereafter), bats can 
survey vast amounts of territory very quickly, 

Light Infantry are the grunts of most 
nations. Slightly stronger than scouts 
or bats, they are very inexpensive and 
can be built up quickly. They make good 
navies due to their inexpensive nature, and in 
a city with a defense of 2, they can make an 
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enemy attack an expensive proposition. They 
are not generally useful on the olifense, but on 
occasion a powerful enemy stack will move 
within range of a vast number of superfluous 
light infantiy, whereupon the enemy’s high- 
powered troops will receive terrible casualties 
before stomping your infantiy (a fair tradeoff, 
wouldn’t you say?). 


jons Ore Mobs are cannon-fodder; their 
only advantage over light infantry is 
that they can move through hills and 
forests like scouts. They are slow, take t\vice as 
long to produce, and cost more than light 
infantry: on balance, they arc not the best unit 
to buy. If you need a guide, build scouts 
instead. 


H Light Cavaliy are another unit of 
little worth, fliey are weak (though 
not so bad in open ground) and don’t 
produce very quickly. They are exceptionally 
fast, however, and make decent explorers 
through large quantities of open terrain or on 
roads. They arc fairly good companions for a 
hero questing after artifacts as well, as they 
provide sufficient protection against the occa- 
sional enemy army and don’t slow down the 
hero. Don't build them if you have anything 
better available, but their replacement by 
heav)' cavaliy can be delayed if no funds are 
available. 



Catapults are occasionally useful. 
1 heir ability to eliminate the de- 
fender’s city bonus is helpful, espe- 
cially when the defenders are tough ciy troops 
like spiders or griflins. They arc extremely 
slow to produce and vet)' vulnerable; on bal- 
ance, I’d rather have a griffin or spider as part 
of an attacking stack. In any circumstance 
otherthan attackinga city, theirexpense, weak 
strength and extremely slow production time 
make them a poor investment. 


Heavy Infantry are excellent defen- 
sivc troops. I'hey are inexpensive, 
reasonably strong, and reasonably 
quick to produce. Tliey move very .slowly, but 
once entrenched in a city their movement rate 
becomes irrelevant. 


and get a combat bonus in woods. However, 
they arc expensive relative to iKany infantiy 
which is just as strong an)^vhere else. Reason- 
ably fleet of foot, they can be used en masse in 
woods as a strike force, raiding enemy stacks 
that are ponderously trudging through the 
hush. 


Dwarves have the same performance 
characteristics as archers, bur arc ef- 
fcctivc in hills rather than forests. 
They are also among the slowest units in the 
game. Heavy infantry is better for city defense 
and wolfriders are better for hill combat; there 
really is no reason to build dwarves if anything 
better is available. 

H Pikemen are good city defenders. 
They are strong, very inexpensive, 
and in a pinch can be used to sortie 
outside of a city, as they get a combat bonus 
for fighting in the open. The only problem 
with pikemen is that they are very slow to 
produce. Defend your rear cities with pike- 
men; once the city is adequately covered, start 
sending pikemen forward to hold cities on 
your frontier. They move slowly, but as with 
heavy infantry, defenders don’t need to move. 

Heavy Cavaliy are the premier open- 
ground combat troops. Surprisingly 
cost-effective, they are reasonably fast 
movers. Don’t waste heavy cavalry on city 
defense; send your heavy cavaliy to the front 
and let the dogfaces hold the masoniy. There 
are better troops for city assaults, bur heavy 
cavalry are strong enough to do it in a pinch, 
or if strongly led. 

Wolfriders make good general-pur- 
troops. They are reasonably 
IhAula strong, reasonably inexpensive and 
quite fast, d'heir combat bonus is usable only 
in hills, a rather uncommon combat site in 
most games. 

Giants are the ideal genetal-piiipose 
troops. They are strong, reasonably 
priced and fast on the ground. They 
have no special bonuses. Quickly produced, 
they are excellent troops for the beginning of 
the game when taking neutral cities is the main 
activity. 

H Minotaurs have the .same perform- 
ance characteristics as giants, hut are 
slower. Additionally, they have a 
small combat bonus while in cities, which 
makes them good attack and defense troops. 

Spiders arc the ideal city attack and 
defense troops. They are strong 
■0®^ (VERY strong with ihcir bonuses), 
cxtiemcly cost-effective when used in their 
proper role, and quick enough lo move from 
city to city with reasonable speed. If you can 
build spiders, do so. 



Archers are another special-use unit. 
They are wonderful to have in forests, 
as they move through forest normally 



Pegasi are not much good in and of 
themselves; while strong and speedy. 



they arc slow to produce. However, they add 
an additional +1 to any stack they join, in 
addition to any other bonuses. This makes 
them veiy useful as part of attacking or de- 
fending stacks. Flight capabilit)' adds to their 
general utility and makes them good hero 
companions. 

Griffins arc the city-busters of War- 
lords. Fast and extremely .strong 
when attacking or defending cities, 
their only problem is their slow production 
time. Their ability to fly makes them good for 
overseas operations. 

Unicorns fall into the same category 
as pegasi, hut are strong enougli in 
tlieir own right to make them a pow- 
erful main combat unit. 

Elephants are exiremely powerful 
and fast units whose special power is 
to reduce an enemy stack’s effective 
strength by one point per unit. A slow produc- 
tion time is their only flaw. 

Wizards are the fiistest unit in War- 
lords 2, more than twice as fast as 
dragons. While not overwhelmingly 
strong, their incredible movement rate means 
they can move a third of the way across the 
map in a single turn. At the beginning of the 
game, this meaiisa wizaird may conquer several 
neutral cities simultaneously; later, this high 
movement rate means they can flexibly defend 
or attack in conjunction with other, slower 
stacks almost antyvhere within your territoty. 

I he first of the supernatural units, wizards are 
well worth producing in any circumstances. 
I. ike all the supernatural unit types, wizards 
cannot be constructed; only a city already 
capable of making them can do so. 

Worms are strong, cost-efFcctive, and 
slow, They are wonderful defensive 
imiis, but their slow speed means that 
they will retard tiie progress of most attacking 
stacks. 







Gndead are identical to worms in 
UHfcfcj every way, hut arc quicker. They are 
good general-purpose units, and 
rheirsupernaturai bonus means that mundane 
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Strategy 


At What Cost Victory? 

An Analysis Of Economics And Production In 
Three-Sixty’s High Command 

by Robert L Hayes, ]r. 


H igii Command, Three-Sixty Pacific’s 
grand strategic simulation of WWlI’s 
European Theatre, is a highly complex 
game system with a wealth o^ detail that, 
unfortunately, can overwhelm the would-be 
German Chancellor or English Prime Minis- 
ter. To make matters worse, the game’s man- 
ual is, to be as polite as possible, inadequate. 
I’his article is intended to clarify issues that are 
not well understood by many High Command 
players, as well as to discuss grand strategic 
issues involved in the game. 

One look at the game’s structure reveals chat 
economics and production are the central 
points of any well-designed strategy, d'hough 
the economic and production systems are con- 
troversial, in that many gamers feel there are 
too many decisions to be made, it is possible 
to greatly simplify these tasks. 



There arc only three general types of re- 
source-producing sites in the game. Oil and 
mineral production sites produce the raw ma- 
terials needed for your war machine. Factories 
and shipyards convert these raw materials into 
the actual ground, air and sea units. National 
capitals provide the economic points that tie 
the entire system together. Economic points 
are an abstract measure of the manpower, 
efficiency, and civilian production of a given 
country. It is important to note that High 
Command's economic system follows a limit- 
ing-factor model; it generally takes all three 
components (raw materials, production facili- 
ties, economic points) to produce any given 
unit, but your unit production is limited to 
the sniiillcst of the three contributing factors. 
So, if you have infinite raw materials and 


infinite economic points, your production of 
tanks will be limited to the available factory 
resources. Conversely, all the production in 
the world will do you no good if there are no 
raw materials or economic points to produce 


with. Thus, to achieve optimal production 
increases it is not sufficient to simply increase 
your supply of raw materials, factories or eco- 
nomic points; you must maintain a balance 
between these three components or your ef- 


Table 1 - High Command Production Table (1939 Data) 
Nation: USA/Britain/Germany 


Unit Type 

Qty Built 

Total 

Oil 

Total 

Min 

Total 

EP 

Total 

Ground 

Total 

Air 

Total 

Sea 

Total 

Factors 

Infantry 

72 

360 

360 

360 

1800 

360 

720 

2880 

Armor 

18 

360 

360 

180 

900 

180 

90 

1170 

Mech Inf 

36 

720 

720 

360 

900 

360 

180 

1440 

Airborne 

24 

600 

600 

360 

600 

0 

0 

600 

Marine 

72 

360 

360 

360 

1800 

360 

0 

2160 

Fiahter 

18 

360 

360 

180 

270 

900 

270 

1440 

F/B 

18 

360 

360 

180 

900 

270 

900 

2070 

Bomber 

18 

360 

360 

180 

270 

270 

270 

810 

Transport 

36 

180 

180 

180 

0 

0 

0 

0 

Merchant 

18 

180 

180 

180 

0 

0 

0 

0 

DD 

12 

120 

120 

120 

180 

180 

180 

540 

CA 

9 

90 

90 

90 

135 

450 

135 

720 

BB 

4 

60 

60 

60 

200 

60 

200 

460 

CV 

2 

40 

40 

40 

100 

100 

100 

300 

SS 

12 

120 

120 

120 

0 

0 

600 

600 


Table 2 - High Command Production Table (1939 Data) 
Nation: Russia 


Unit Type 

Qty Built 

Total 

Oil 

Total 

Min 

Total 

EP 

Total 

Ground 

Total 

Air 

Total 

Sea 

Total 

Factors 

Infantry 

72 

360 

360 

360 

1800 

360 

720 

2880 

Armor 

18 

360 

360 

180 

900 

180 

90 

1170 

Mech Inf 

36 

720 

720 

360 

900 

360 

180 

1440 

Airborne 

24 

600 

600 

360 

600 

0 

0 

600 

Marine 

72 

360 

360 

360 

1800 

360 

0 

2160 

Fiahter 

18 

360 

360 

180 

270 

630 

270 

1170 

F/B 

18 

360 

360 

180 

630 

270 

630 

1530 

Bomber 

18 

360 

360 

180 

270 

270 

270 

810 

Transport 

36 

180 

180 

180 

0 

0 

0 

0 

Merchant 

18 

180 

180 

180 

0 

0 

0 

0 

DD 

12 

120 

120 

120 

180 

180 

180 

540 

CA 

9 

90 

90 

90 

135 

315 

135 

585 

BB 

4 

60 

60 

60 

140 

60 

140 

340 

CV 

2 

40 

40 

40 

100 

100 

100 

210 

SS 

12 

120 

120 

120 

0 

0 

420 

420 
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Notebook computers lire great — except when 
it comes to playing simulation and action 
games. That’s because they don’t come 
equipped with a game port. ► Introducing the 
Parallel Game Port’'' from Genovation. The PGP 
turns your notebook into a gamebook by 
converting the computer’s printer port into a 
“virtual game port”. With PGP, you also get a 
gender changer adapter, which lets you 
connect a joystick, yoke, pedals or even a 
weapon sytems controller to your notebook or 
desktop DOS PC. 



Whether you fly combat, race a car, 
maneuver a tank or wing along at 100 
knots, the PGP’s software features will 
enhance your play action. Use it to 
program the joystick’s keys and customize 
them for specific games. This enables you 
to take control of the game. What’s more, 
PGP eliminates the computer speed depen- 
dencies of some game ports. And it’s easy to 
install, so you am be up and running in min- 
utes. ► Look for the Parallel Game Port in 
die software section of 


► The PGP is an indis- 
pensable accessory for 
todays serious gamer. 


STICK IT 
TO YOUR 

■ufvmmmr 


your nearest computer 
dealer. Or call us at 

(800) 8224333. 
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Table 3 ■ High Command Production Table (1939 Data) 
Nation: France 


Unit Type 

Qty Built 

Total 

Oil 

Total 

Min 

Total 

EP 

Total 

Ground 

Total 

Air 

Total 

Sea 

Total 

Factors 

Infantry 

72 

360 

360 

360 

1440 

360 

720 

2520 

Armor 

18 

360 

360 

180 

720 

180 

90 

990 

Mech Inf 

36 

720 

720 

360 

720 

360 

180 

1260 

Airborne 

24 

600 

600 

360 

480 

0 

0 

480 

Marine 

72 

360 

360 

360 

1440 

360 

0 

1800 

Fiahter 

18 

360 

360 

180 

270 

900 

270 

1260 

F/B 

18 

360 

360 

180 

720 

270 

900 

1710 

Bomber 

18 

360 

360 

180 

270 

270 

270 

810 

Transport 

36 

180 

180 

180 

0 

0 

0 

0 

Merchant 

18 

180 

180 

180 

0 

0 

0 

0 

DD 

12 

120 

120 

120 

180 

180 

180 

540 

CA 

9 

90 

90 

90 

135 

360 

135 

630 

BB 

4 

60 

60 

60 

160 

60 

160 

380 

CV 

2 

40 

40 

40 

80 

80 

80 

240 

SS 

12 

120 

120 

120 

0 

0 

480 

480 


Table 4 - High Command Production Table (1939 Data) 
Nation: Italy 


Unit Type 

Qty Built 

Total 

Oil 

Total 

Min 

Total 

EP 

Total 

Ground 

Total 

Air 

Total 

Sea 

Total 

Factors 

Infantry 

72 

360 

360 

360 

1080 

360 

720 

2160 

Armor 

18 

360 

360 

180 

630 

180 

90 

900 

Mech Inf 

36 

720 

720 

360 

540 

360 

180 

1080 

Airborne 

24 

600 

600 

360 

360 

0 

0 

360 

Marine 

72 

360 

360 

360 

1080 

360 

0 

1440 

Fiahter 

18 

360 

360 

180 

270 

630 

270 

1170 

F/8 

18 

360 

360 

180 

630 

270 

630 

1530 

Bomber 

18 

360 

360 

180 

270 

270 

270 

810 

Transport 

36 

180 

180 

180 

0 

0 

0 

0 

Merchant 

18 

180 

180 

180 

0 

0 

0 

0 

OD 

12 

120 

120 

120 

180 

180 

180 

540 

CA 

9 

90 

90 

90 

135 

360 

135 

585 

BB 

4 

60 

60 

60 

140 

60 

140 

340 

CV 

2 

40 

40 

40 

70 

70 

70 

210 

SS 

12 

120 

120 

120 

0 

0 

420 

420 


forts will be wasted. Generally speaking, pro- 
duction is the bottleneck except at the very 
beginning of the war or when enemy action 
deprives you of large portions olyour nation’s 
natural resources. 

Further complicating this tightrope act is 
the fact that different nations have different 
production priorities. Units cost the same 
amount of resources for all the nations in the 
game, bur different countries’ units have dif- 
ferent combat abilities; German infantry is 
substantially superior to Italian infantry, wiiile 
costing the same amount of resources. Thus, 
while what you am build is the same from 
countn’ to cotintiy, what you s'/;oi//r/build is a 
question of strategic priorities and the varying 
unit abilities. 

Tables 1 through 4 detail the various pro- 
duction capabilities of the major national 
groups in the game. The United States, Britain 
and Germany produce units with identical 
(and superior) attributes, while Italy, France 


and the USSR each have their own national 
attributes. The tables presume a total available 
production (the amount of industrial produc- 
tion available at all factories or shipyards) of 
60, a number that works well for purposes of 
calculating the total number of units that can 
be built. Obviously, a countiy with more or 
less production available will obtain different 
results; these numbers are provided as an in- 
ternational comparison. I'he tables arc built 
with the 1939 start values in mind; the exact 
numbers will change as technological ad- 
vances increase individual unit types’ perform- 
ance numbers. The number of units shown i.s 
the number of units chat will be built in one 
year of production if the necessary resources 
(the next few columns) are present. The col- 
umns listing combat factors display the total 
combat fltctors that will be obtained in each of 
the three combat areas (land, sea, and air) from 
the listed units. Note that some of the combat 
mmibers are somewhat misleading (mainly 


the anti-air columns) for reasonswhichwill be 
made clear later. 

The cables make two things very clear. One 
is chat .some classes of units are much more 
expensive in terms of raw materials and eco- 
nomic points than others. Mechani'/ed infan- 
tr)', for example, is staggeringly expensive in 
tei'ms of oil and minerals, while capital naval 
vessels are very cheap. Note, however, that 
depending on the amount of raw materials 
you have, the expense level of what you build 
may be an irrelevant consideration; all char is 
important is how many combat factors you 
can field from a given turn’s production. Sec- 
ondly, some classes of units are oveiwhelm- 
ingly powerful in terms of how much combat 
power you can get out of them in a giveii 
amount of time, notably infantiy. 

The question of what to build, of course, 
depends in large measure on what you are 
planning to do. The vagaries of war and the 
vast number of miiitaiy options available to 
both sides make generalizations almost use- 
less. It would seem, for instance, that France 
should build nothing but infantr}' to forestall 
the inevitable blic/krieg (or at least cry and 
slow it down a little bit), but even chat truism 
may not hold, depending on Germany’s in- 
tentions. However, analysis oftlie combat fac- 
tors involved can show which unit classes arc 
best suited for various missions. 

Naval Matters 

I'be naval situation is fairly clear. I’he cable 
provides a bit of misleading data here; in look- 
ing at the total combat factors (ground, air and 
sea) it would seem chat there is a fairly wide 
selection of units, depending on mission role. 
This is not true. In a competently managed 
game, your navy will never conduct a shore 
bombardment (sea-to-ground) and will never 
engage an enemy air force (sea-ro-air). This 
leaves only the sea-to-sea factors to consider, 
and in that category it is dear that submarines 
are the undisputed kings of the sea. with a 
year’s run of submarines for any power pro- 
ducing at least twice the sea-to-sea combat 
factors of any other naval category. However, 
due to the special sub-killing properties of 
destroyer units, submarines should not be 
your only naval asset. I recommend a produc- 
tion ratio of two submarines to one destroyer 
versus [he computer. If you are playing a hu- 
man, the exact ratio of subs to destroyers will 
depend on what that player produces. If he is 
producing an all-sub force, then by all means 
produce an all-destroyer one. (And if he pro- 
duces an all-destroyer force, then you still 
must do the same; however, for the major 
powers an all-battleship force is marginally 
better against an all-destroyer force man is 
another all-destroyer force). 

The reason that you will never conduct 
shore bombardment or engage an enemy air 
force with your naval groups has to do with 
the way the High Command combat system 
works. You cannot amphibiously invade or 
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GIoBdrConqiiest, The Official Strotegy Guide 

by CGW On-Line Editor Alan Emrich - Prima - S24.95 
Special features: floppy disk with updated (2.0) game version and a 
new map maker; and full-color player's aid card. A complete tutorial 
with five programmed scenarios. Strategy tips, detailed tables, and 
analyses of actual program formulae. A complete modem-gaming 
reference. 

Luv Doze Lemmings, Lemmings 2 Hint Disk 

by Stanislaw Lemming - S6.00 

CGWs first Hints-On-Disk offers .solutions to all 120 Leiiiffiin^s 2 
levels. Please specify 3.5" or 5.25" disks. 

Sid Meier's Civilization, Or Rome on 640k a Day 

by Johnny L, Wilson and Alan Emrich - Prima - $18,95 

If you 're serious dhout pbying Civilization, this is the hook you need. 

-Jerry Pournclle, BYTE Magazine 
Includes 100 charts covering technological advancements; 24 original 
rabies and 22 specific formulae showing how the game works, as well 
as 17 ways to cheat and more than 20 ways to win. 

Chuck Yeager's Air Combat Handbook 

by Russell Sipe ond Mike Weksler- Prima - $18.95 U.S. 

Winning Strategies to all the missions. Campaign games for ever}' 
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MiG-21). Valuable performance charts for each aircraft. Extensive 
information from the designers ofYAC. Exclusive inten'iew wiih 
Chuck Yeager. 

The SimEarth Bible 

by Johnny L. Wilson - Osborne-McGrow Hill - $14,95 
/ salute Johnny Wilson J'or giving us a new kind of honk about the earth 
and the terrestrial planets. -James Lovelock 

The vSimEarth Bible is a winning straregy guide to SimEarth, as well 
as a fact-filled guide to Liarth sciences and theories of rhe balance of 
life on the planet. 


The Official Guide Ta Sid Meier's Railraad Tycoan 

by Russell SIpe - COMPUTE Books - $12.95 U.S. 

The best book on Railroad Tycoon. If you love Railroad Tycoon get 
Russell Sipe s hook. _ Jerry Pournelle, BYTE Magazine 

Flere are jusr a few of the things you'll learn: get the answers to 
puzzling economic forces in the game; learn to defeat each of the 
ry'coons; manipulate the stock market to your advantage; and learn 
optimal building and sur\’ey techniejues. 

The PC Games Bible 

by Paul Rigby and Robin Matthews - Sigma - $20.00 

CGW’s Briti.sh correspondents describe over 2,000 computer games 

in short “ Faking A Peek”-size tidbits. 

Falcan 3.0 Air Combat 

Pete Bononnl ond Bernard Yee - Osborne McGraw-Hill - $19.95 
Bonanni provides the insights o( a trained Falcon pilot; Yee provides 
the perspective of an experienced game reviewer; and CGW’s own 
Mike Weksler tells gamers how to maximize their computer systems 
in this useful book of tactics and campaign management for 
Spectrum FloloByte's Falcon 3.0. 

The Official Lucasfilm Games Air Combat Strategies 

by Rusel DeMaria and Georg© Fontaine - Prima Publishing - $18.95 
Flistory, tactics and programming insights are blended together into 
this compendium of strategies for Larry Holland’s best-selling WWiI 
air combat series. 

Wing Commander I & 11: ThVIMmate Strategy Guide~ 

by Mike Harrison - Prima Publishing - $18.95 

Filtered through the viewpoint of I.t. Col. Carl T. LaFong, a fictional 
pilot, Harrison’s book a.ssists gamers in mastering the game in a 
logical, linear fashion. 


The SimCity Planning Commission Handbook 

by Johnny L, Wilson - Osborne McGraw-Hill - $19.95 

Each time we read this book we learned something, because it explains 

the theoiy behind the game and doesn 't just list one-two-three hints. 

- START Magazine 


The Harpoon Battlebook 

by James DeGoey - Prima Publishing - S 1 8.95 
In addition to providing a solid guide to Harpoon tactics. The 
Harpoon Battlebook offers new .scenarios, additional information on 
weapons platforms and handy reference tables. 
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bombard any important site, only uninhab- 
ited coastline. The simultaneous movement of 
the ground combat system makes garrisoning 
the coastline a waste of forces; leaving power- 
ful counter-strike forces one or two hexes in- 
land of an endangered beach is a much better 
idea. This leaves nothing for the attacking 
naval force to bombard. (The computer player 
uses the counterforce-in-reserve defense as 
well). 

Your ships will never fight enemy planes 
because ships at sea on missions are immune 
to enemy air attacks; only in their home ports 
(or, if left on an enemy beach for mysterious 
reasons) are they vulnerable. In both situ- 
ations, your own air units should be providing 
CAP protection for the fleet. (You can almost 
always simply have a naval unit’s home port 
be far out of reach of enemy air.) Only an 
isolated invasion sice is going to be (or should 
be) out of reach ofyourown air units, so unless 
your enemy has total air superiority (in which 
case, shut the game down because it’s all over) 
your nav)'^ is airplane-proof. 

Ground and air units pose a more complex 
problem. Cursory reading of the tables would 
indicate that an all-infantry army is the way to 
go, but in reality this is not true. Infantry is the 
backbone of a defensive army, but almost 
useless to an invader due to its slow speed. 
Paratroopers look like a terrible investment, 
but their special power of dropping from a 
distance makes them far more effective chan 
the raw numbers would indicate, i have ex- 
perimented with an ail-paratroop army for 
Germany to use against England and France, 
with reasonable success. Paratroopers in the 
Mediterranean are priceless, and the Italian 
economy can be put to far worse uses chan 
churning out paratroopers full-time. As a gen- 
eral rule, build infantry and fighters if you arc 
planning to defend. 

If you arc on the attack, then your air arm 
should consist of fighters and fighter-bombers 
in a proportion of about one to two. This ratio 
should var)' depending on the fighter strength 
of your opponent. Unescorted fighter-bomb- 
ers are doomed if they encounter significant 
enemy CAP; a strong fighter shield is a critical 
part of any offensive unless your enemy has 
been swept from the skies. Strategic bombers 
are expensive relative to the benefits proffered; 
only buy them if your ocher service branches 
are lying idle due to their vast numerical su- 


premacy over the enemy. The sole exception 
to this should be Britain; oftentimes strategic 
bombing of Germany is all England can do to 
help Russia against German aggression, and 
producing a small but steady stream of bomb- 
ers can draw off valuable German fighter cover 
from the eastern front. 

There are three primary' offensive ground 
units. Armor is inexpensive (relative to the 
ocher two) but you cannot build very much of 
it. Mechanized infantry is just as fast, just as 
good on ground attack (since you can build 
more of it), and has the added bonuses of 
being highly resistant to enemy air attack and 
getting the defensive bonuses granted to in- 
fantry; its only drawback is the obscene ex- 
pense in oil and minerals. If you have those 
resources, chough, then mechanized infantry 
is the king of the battlefield. Paratroopers are 
probably too expensive for general use, though 
they arc wonderful for cracking open critical 
parts of an enemy line or reducing a fortress 
not accessible by ordinary means. 

Local Or Global Investment? 

One issue that confuses many High Co)n- 
Witw^players is that of local vs. global invest- 
ment. Some purchases (military units and 
investment in factory production) arc local; 
that is, they are built at a factory and appear at 
a factory, there being no vectored production 
in the game. Other purchases (research and 
economic investment) are universal, meaning 
that they can be built at any factory. If you 
spend one economic point on economic in- 
vestment or research at each of five factories, 
your total investment is exactly the same as if 
you had spent five points at one factory. 

A question which often arises is how much 
to spend on investing for future production. 
Fortunately, modest investment in future pro- 
duction and/or economic growth is quite in- 
expensive, and I highly recommend it for any 
power expecting to remain in the war for more 
than a year or so. (France, obviously, may 
decline to invest in production, since Ger- 
many will be the power that gains the advan- 
tage of French industriousness.) A one-point 
investment per turn in a factory’s production 
and in economic growth yiekls impressive 
dividends over the course of the war. Table 5 
shows the net effects of such investments. 


Table 5 - Long-term Results of a One 
Point Investment Per Turn 


Year 

Factory 

Economic 


Investment 

Investment 

1940 

20.0 

200.0 

1941 

22.5 

212.3 

1942 

25.3 

225.4 

1943 

28.6 

239.3 

1944 

32.2 

254.0 

1945 

36.3 

269.7 

1946 

40.9 

286.4 


Note: 1940 value is the initial size of the factory 
or the economy: subsequent yearly values show 
the production after 1 2 turns of 1 -point investment. 


One major error in the documentation as- 
serts that failure to invest any economic points 
in your economy will result in a one-half 
percent decline in the economy size; this is a 
misprint. Failure to invest at all in your econ- 
omy will result in a 50 percent deeWne in your 
economy. Undcr-investment in an economy 
will shrink it by an amount equal to one half 
of the deficit; that is, if you need 100 EPs of 
investment to maintain the status quo, then 
investing only 80 EPs will result in your econ- 
omy shrinking by 10 points. Never under-in- 
vest, except in one situation: Ifyou expect your 
opponent to capture your country in a turn or 
two, stop all production and start transferring 
all your raw materials and economic points to 
your allies, every turn. (France might consider 
doing this from the start against a strong Ger- 
man opponent). This means that your enemy 
will capture, nor a rich countiy bursting with 
economic points to be plundered, but a pa- 
thetic shell incapable of paying for anything, 



Note that when you are using captured pro- 
duction facilities, they produce units with the 
national characteristics of the factory they are 
made at. For example, German control of 
Brest will not cau.se Brest to produce German 
submarines; subs produced there will have 
German markings and coloration but will 
have French characteristics. Ifyou are one of 
the naval great powers, produce as much of 
your navy as possible at your home shipyards. 
Ifyou arc a minor naval power, tiy and pro- 
duce at captured, superior yards. ALso note 
that technological advances only assist new 
units constructed; your old units derive no 
benefit from technology advances, 

On 90 percent of your turns in High Com- 
mand., you can allow the computer to allocate 
resource transportation and political invest- 
ment, Minor changes to the computer’s as- 
signments (which are done reasonably well) 
arc simple and will take far less time than 
doing the entire weary business yourself. Pro- 
duction should never be left to the computer, 
as (not being telepathic) the AI docs not know 
what your production priorities arc and will 
produce the wrong things. The best order in 
which to perform economic activities is: 

1. Delegate political allocations to the High 
Command. Do this first, while you have a lot 
of EPs to spend. This gives you good diplo- 
matic coverage and gathers your tribute from 
your vassal states. 
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DON'T WASTE 
YOUR 

SOUND CARD 
ON INFERIOR 
SPEAKERS. 



Powered Partners are the perfect 
complement to your multimedia 
computer system. They are the only 
speakers to be named a 1 992 
Windows Winner by Windows maga- 
zine. They were also nominated for 
a Readers’ Choice award by 
Multimedia Magazine. But the best 
reason to use Powered Partners is 
the sound. Listen to the experts: 
“They (Powered Partner 622) set the 
stahdard for all the other speakers” 
(David Ranada-"Windows” recom- 
mended) and "If you want the best, 
look no further... the (Powered 
Farther) 570s are the 
Rolls Royce of sound” 

(Rich Heimlich). With 
such high praise, 
why buy ahythihg else. 

Powered Partner 622 Features 

• Sophisticated 3-piece system 
with separate powered sub-woofer 

• Fully shielded, even the sub-woofer 

• Perfect for all computer and video 
applications 

• Electronic crossover and 3 power 
amplifiers 

For a dealer near you, 
call 1-80a-969-AR4U. 

In Canada, call Precor at 1-800-268-1172. 



Superior Sound Simplified 

© 1993 Acoustic Research, a division of IJI 


2. Dclcgace resource transportation to the 
High Command. 

3. Conduct production activities. Do not 
forget to allocate research and economic in- 
vestmenc points. 

The question of which grand strategy to 
pursue can be a most difficult one to resolve, 
particularly for the Axis player. The Allies in 
many ways have it easier, in that their main 
objective (stay alive) docs not change for most 
of the game, but even the Allies have to make 
many decisions about the relative priority to 
assign to each front and what offensives can be 
made from the limited stock of military force 
ar their disposal. The Axis at the beginning of 
the 1939 scenario is faced with all of Europe 
to conquer; too much conquest can bring 
about early Allied intervention with the prob- 
lems that this causes, hut to be too cautious is 
also dangerous. 

The Axis player has one enormous advan- 
tage over Hitler: The USSR is far less likely to 
become an Allied power than in the actual 
war. Careful German maneuvering on the 
eastern front and proper diplomatic alloca- 
tions can keep the Russians off of Germany’s 
back for a long rime, if not indefinitely, mak- 
ing the conquest of England and France vet}' 
simple, as only a small garrison force is neces- 
sary to provide a delaying action in the un- 
likely event of a Russian activation. The great 
weakness Russia has is that, unlike in the real 
war, she does not acquire any new forces 
(other than the Siberian units) until she acti- 
vates; this means that Germany can build up 
a truly monstrous army and crush Russia in a 
very brief campaign. 

The Grand Strategy 

There arc so many different ways to conduct 
the grand strategic war that it would require 
several articles longer than this to convey a 
basic discussion of each one. However, there 
are many techniques and operational maneu- 
vers that are worth making public. 

When fighting an enemy (computer) air 
force, mass your CAP over your most impor- 
tant formations rather than attempeing to 
cover the entire line. The computer player 
rends to “piecemeal” its air assaults, and you 
can destroy large portions of his air wings a bit 
at a time as they fall into the maw of over- 
whelming numbers of air units. (Even the 
British and French air forces can nearly elimi- 
nate the Luftwaffe in this fashion.) If you have 
reasonable air superiorit)' and a forward de- 
ployment of your air forces (dangerous, but 
often worth rhe risk) you can scrike his air 
wings “on the ground” before they have a 
chance to merge by ordering one-hex CAP 
over the enemy airfield. When his air force 
rises ro begin its own missions, it encounters 
your CAP and is destroyed. This works very 
well on rhe Russian front for both sides. When 
fighting a human opponent, who is presum- 
ably wise to your tricks after rhe first time you 
use them, try and maintain a reasonably strong 


air reserve; don’t feel that you have to use ever\' 
unit every rime. If you have enough units to 
spare, use only your “green coded’’ (high or- 
ganization) units in a given turn, giving the 
more tired units a chance to regroup. 

On the ground, always coordinate major 
attacks by using the “delay an impulse” order. 
Five eight-factor armor groups arriving at rhe 
target simultaneously will do far more damage 
than five eight-factor groups arriving one per 
impulse. Unless an objective is at the encl of 
your movement path, stop there. Don’t con- 
tinue onwards, as the computer player (and 
your human opponent) is tricky and will often 
schedule a small infantr)’ unit to arrive in a 
contested hex at the end of the movement 
phase, after your conquering forces have cap- 
tured the hex and then moved on. Cutting 
units out of supply is difficult on the western 
front but very easy for both sides on the eastern 
front; do it whenever possible, as then your 
smaller infantry units can very easily mop up 
rhe unsupplied remnants of your opponent’s 
army. 

Organization is returned ro your units at the 
end of each turn as long as they are in supply; 
rheir actions during the turn do not have any 
affect on how much organization they have 
restored. Each unit’s new organization value 
at the end of the turn is calculated by the 
formula: 

New Organization = Old Oraonization + (100 ■ Old 
Organization) * (100 -f Old Organization) / 200 

Table 6 shows sample organization values. 
If the new organization is at 90 or above, there 
is a chance that the unit will return to 100 
organization; the higher the racing is above 90, 
the better this chance. 

Many of the strategie.s and tips presented 
here are made with the computer opponent in 
mind. As serious players of the game have 
realized, human opponents are far more chal- 
lenging and make the game much more worth 
the time it takes. Most of the ideas presented 
here are cither valid when applied to a human 
player or can be easily modified. 


Table 6 - Sample Organization Changes 


Old Orqanization 

New Orqanization 

10 

58 

20 

68 

30 

75 

40 

82 

50 

87 

60 

92 

70 

95 

80 

98 

90 

99 


I would be very interesting in seeing com- 
mentary on this article or suggestions on ad- 
ditional tactics and techniques. I can be 
reached via CompuSeiwc at 7031 4,2302. cgw 
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Review 


The Fog of War 
Can Sometimes 
Make You Choke 

SimCan’s Game of Naval War, 
Red Sky at Morning 

by Terry Lee Cole limit 



B ack in tlie Dark Ages of Wargaming, 
Steve Newberg and Bill Nichols were 
makers of board wargames. They had 
a reputation for interesting, if esoteric, games 
which they published under the Simulations 
Canada label, otherwise known affectionately 
as SimCan. Entering the Computer Age of 
Gaming, Steve and Bill designed games first 
on Amigas, then IBM platforms tor a larger 
audience. In keeping with their company’s 
idiosyncratic nature, the games contained fw 
g}-/ipl)ics, even though this ignored the im- 
mense graphic potential of the Amiga in par- 
ticular. 

SimCan carved irself a niche by releasing 
realistic naval games, heavy on statistics and 
“fog of war,” praised by chaos types and 
shunned by control freaks. Red Shy At Morn- 
z//^startcd as merely another boardgame con- 
version, but changed in some strange ways. In 
a major concession to the fact that people like 
to see what they are doing, Red Sky osiers the 
first graphics to ever appear in a SimCan 
computer game, and suggests a VGA moni- 
tor! 



For the astute readers who have avoided a 
heart attack thus far, what Red Sky concerns 
is worldwide naval warfare in the aftermath 
of the Cold War. It is possible to simulate a 
US-Japanese conflict, for those who have any 
doubt bow such a campaign would turn out. 
The Falklands conflict can be recreated as can 
any actions of the past decade or so. The Big 
Bad Meanies, though, are still the Russians 
(Soviets), orwhatever one wishes to call them. 
Thus docs the design show its age. SimCan 
cannot be blamed for the fail of the Berlin 
Wall, or the Warsaw Pact demise. Still, a 
game touted as the most realistic of contem- 


porary naval simulations gees off to a shaky 
start, as it is a plot in search of a villain. 

“What’s the special today?” 

“It’s right there on the menu, see...” 

One of Red Sky'?, strongest points is that it 
is fairly easy to learn. The biggest setback for 
most users is that SimCan refuses to live in 
the Windows-type world. There are no pull- 
down windows or “hot keys,” all information 
having to be accessed rhtough DOS menus 
which would have been familiar to users 10 
years ago. There is, of course, no mouse sup- 
port either. 

The determined player will find a wealth of 
information at his command, despite the 
awkward interface. Felix Hack did the orders 
of battle, and has done a fine job of making 
Red Sky more than a rehash of Jane 's Fighting 
Ships. When the player gives orders to his 
ships, he has a wide variety of armaments 
from which to choose. The old F-4 Phantom, 
still in use around the world, is quite useful 
in the game due to its versatility, but can’t 
quite handle the newest Soviet (Russian?) 
interceptors. To simulate advances in tech- 
nolog)', the player is allowed to increase le- 
thality of weapons for one or both sides. Even 
as impressive as the database is, there arc still 
some troubling questions. US ships seem to 
sink much more often in minefields than do 
their Russian counterparts. Russian weapons 
are also more effective than US, both in terms 
of how often they hit and in amount of 
damage caused. Given the performance of 
US/Allied technological weaponry in the 
Gulf War, one can’t help but be skeptical. 


shoot at the enemy after he is found out; it is 
amusing to sec the old P-3s shooting Har- 
poon missiles at an opposing battle fleet (al- 
though not so amusing for the P-3 crews 
when the Mig-29s scramble to intercept 
them). In any “fog of war” simulation, the 
side with the best information generally has a 
huge advantage, Red 5/^/ being no exception. 
Battlcgroups (the basic unit in the game) are 
allowed to have radars and sonars active or 
passive. With large groups, such as US aircraft 



carriers, the player learns quickly that the big 
ships cannot be hidden well, and .as a result, 
should sail with cveiything active, hopefully 
to find the enemy first. Subs work fine with 
passive sonars, as should be likewise antici- 
pated. All well and good, but nothing gamers 
haven’t seen before in games such as Harpoon, 
or even Red Stonn Risitigior that matter. 

Although it is difficult to find the enemy at 
times, once found, there arc no more myster- 
ies. ’I'he player always knows how much dam- 
age the enem)' has suffered, with a “body 
count” of planes, ships, etc, ready to spring at 
the touch ofakey. It’s not difficult to imagine 
that the enemy captain’s home phone num- 


“What’s out there?” 

“Can’t quite tell. My glasses 
are all fogged up.” 

Reports are available from all 
over the globe, from P-3 Orions 
and stealthy subs, even from spies 
(actually, that’s “highly classified” 
sources). What’s interesting is 
that the “eyes and ears” often 


Red Sky At Morning 
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ber is in there somewhere, if only I can re- 
member which menu to look under. Where 
are the inflated reports of enemy kills, as in 
Carriers At Wari Technology is certainly ad- 
vanced enough to provide accurate reports, 
but pilot fatigue, over-enthusiasm, and plain 
old mistakes could have been factored in for 
even more “fog,” and more player enjoyment. 

Should the player move to the newfangled 
(forSimCan) graphic interface, he is liable to 
be more disappointed. The idea is great — 
provide situation maps for each region of the 
world. Thus, players can see how forces are 
arrayed in the Indian Ocean or the Western 
Atlantic. Enemy ships may also be seen if they 
have been discovered. The problem is that the 
maps are low resolution, with the ships ap- 
pearing as blobs of primary colors. If SimCan 
used 256 VGA for these displays, then 253 of 
the colors are in shades of green. This might 
have been acceptable five or six years ago, but 
not anymore. SimCan would have done just 
as well without the graphics. 



Certainly, the rest of Red Sky is bereft of 
color. Except forthe opening screen, there are 
no color backgrounds for the gameplay re- 
sults. So what the player sees for combat 
resolution is line after endless line of text on 
a blank screen. SimCan could take a cue from 
publishers of sport stat games, such as Lance 
Haffner, who use multiple colored back- 
grounds and a “split screen” look to spice up 
their games visually. Despite the wealth of 
information in Red Sky, the player is some- 
times left with the uneasy feeling of manipu- 
lating a database, rather than playing a game. 

“Strange-looking clouds.” 

“Yeah, rain looks kinda funny, too.” 

Red Sky assumes that tactical nuclear weap- 
ons are a necessity in the modern naval world. 
Players choose what level of nukes can be used 
by each individual nation. While the player 
has the option to prohibit their use, the game 
assumes that each side will use them fre- 
quently on major targets, such as airbases. 
With only minor victor)' point penalties in- 
curred, there is every reason for the player 
who is behind to “go nuclear” in more ways 
than one. Such a casual attitude belies the 
realism and detail which exists in the rest of 
the design, especially since atomic weapons 
have not been used in combat in 48 years. 

After nukes are used, there is a hidden 
ceiling where global thermonuclear war will 



occur. In 12 games I never reached it, even 
with free and easy use of nuclear missiles and 
bombs by both sides. If the game were truly 
trying to be realistic, there would be some 
effect from electromagnetic pulse (EMP). 
EMP would affect both reports from the area 
and all kinds of sensory devices around the 
world. Perhaps this would be too much “fog” 
even for vSimCan. 

What Red could offer is a simpler alter- 
native to the Harpoon series, easy to get into 
and quick to play. That all the research work 
herein goes to waste is only part of the sad 
story. As released. Red Sky lacks many player 
amenities which would make it more acce.ssi- 
ble for the person who might never buy a 
wargame again. The save game function sim- 
ply docs not work, and regardless of how 
quickly a patch is available, what does this say 
about SimCan playtesting and quality con- 
trol? RcdSk)'\yams so badly to be Harpoon — 
perhaps when it grows up. cgw 
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Reich & Roll Techniques for 
SSI’s Clash of Steel, Part 2 


by Ainu Einrich 


L asr issue I presented the keys to victory in SSI’s Clash ofSteel^ni\ 
even offered a “perfect plan” for the Axis conquest o( Europe. 
Included were important tables to explain many of the “die rolls” 
in the game. In this installment, detailed tactical tips are presented for 
air and naval combat, while the economics and diplomatic game are 
both put under the microscope. 

Tactical Tips: The War at Sea 

Let’s begin with the war at sea which, ironically, plays much like the 
board game from Avalon Hill. I'hings to remember for the 

naval game: 

1. 'fhe proper way to conduct an amphibiou.s invasion is to move 
one’s transport{s) to the “’rransporter” box in the sea zone where units 
are to he loaded from. Load all units onto these transports before 
unloading /?;i)'during the invasion impulse. Once any unit is unloaded 
by sea, no more units may be loaded onto ships for the rest of that 
ttirn. 

2. Each Hcet’s formation (or “box placement” within a sea zone) is 
the most important part of the naval war. 1 his is where using some 
strategy and “playing the percentages” really pays off. 

'ITic tabic on page 33 of the manual says it all. 'I'o avoid naval combat, 
.send ships out as individtial raiders. 1 o preserve a task force, make it 
a transporter grotip. To hunt down the enemy, make fleets. By forming 
two distinct iteets in a sea zone, the chances are doubled of finding the 
enemy (although they might only he initially engaged in battle with 
those ships that were in the single, sighting fleet). 

The down side to raiders is that, when they are discovered, they fight 
their first combat round individually. At least ships that cower as 
transports will fight their battles together as a team, Keep this in mind 
when deploying ships. 

3. Note that only the best unit in each individual box (Fleet 1, Fleet 
2, Transporter and each of the four Raider boxes) actually combat 
enemy convoys each turn. If one player has naval combat units in either 
of the Fleet 1 or Fleet 2 boxes, and his op[xment docs not, that 
opponent’s convoy PPs from that sea zone will he completely elimi- 
nated. in this way, the Fleet 1 & 2 boxes can “blockade” enemy 
convoys. 

A. When naval units deploy for a battle continuation decision, each 
of the eight rows where they might appear has significance. They serve 
to remind the player, when deciding whether to stay, retreat from, or 
reinforce a naval battle, what box in the sea zone those naval units are 
currently positioned in. The first row contains the ships in Fleet 1, the 


second Fleet 2, the third is the Transports, the fourth through seventh 
are the Raiders, while the last row is reserved for land based air units. 

5. An undocumented feature is that damaged ships have one added 
to their combat die rolls. Thus, a damaged ship only hits if its attack 
die roll is less chan (but not equal to) its combat strength. 

6. Remember the nautical choke points located in Istanbtil, Hani- 
htirg and Gibraltar. Control these cities for free access through their 
restricted passageways and to cut off enemy ship movements through 
them. 

7. Computer players get twice the sea lift capacity out of their 
transports as human players do. 

8. To better protect transports on invasion turns, sail them otit of 
port with other ships from that same port. Putting all of your ships 
into one lleet sent from one port helps protect transports during any 
ensuing naval battles. 

9. The Germans need to keep the North Sea in sea supply (i.e., have 
a surface ship there) to take advantage of their special Norway rule. 

10. When playing the Axis, the Allied navy reacts to any Axis fleets 
in the North Sea by sending most of their na\y there to engage it. If 
you want to engage in a big naval battle there, the computer Allied 
player will always oblige. 

1 1. Shore bombardment is like getting a free, no risk air strike (see 
the note on the Air Strike/Shore Bombardment table from Part 1). 
Don’t pass up an opjxirttinity to use Shore Bombardment. 

12. To keep naval losses down, don’t sail surface ships out to conduct 
shore bombardment until impulse 3 or 4 of a turn. 'I'hey will be able 
to shore bombard on the impulse they sail and won’t be subject to 
naval combat on that turn (which only occurs at the end of impulses 
1 and 2). 

13. Ignore everything page 28 of the manual says about having a 
chance of being sunk in the convoy phase. 'I'hat was written based on 
an old routine that is no longer in the program. 

14. One dirty Axis ploy to upset a western Allied computer player’s 
plans is to leave Palermo open. This invites an Allied invasion to which 
they will probably ovcrcommit forces (say, 3-5 land units). One good 
army or headquarters unit on the toe of Italy, particularly one placed 
upon a fortification, can easily bottle up the Allies. Suddenly, Sicily is 
the largest, self-contained POW camp in Etirope! 

The Odds of Invasion 

When land units attempt to hit the beaches during an invasion, there 
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is a chance that they will be intetccpced by nearby enemy naval combat 
units as explained in Table 1 . 


Table 1 - Amphibious Interception 


Die 

Where Enemy Naval Units Can Intercept From 


Nowhere. There will be no interception of this invasion. 

2 

Fleet boxes 1 & 2 in the invasion target sea zone only. 

3 

All naval boxes in the invasion target sea zone only. 

4 

All naval boxes and harbors in the target sea zone, plus all Fleet 
boxes in neighboring sea zones. 

5 

The above, plus all naval boxes in neighboring sea zones. 

6 

The above, plus all naval boxes and harbors in neighboring sea 
zones. 


After stin'iving enemy naval interception, invading land units have 
a base 70% of successfully landing on the enemy beach hex (not 80%, 
as indicated on page 35 in the manual). This 70% chance is halved for 
each of the following conditions: 

a) If the hex being invaded has a fort. 

b) If the hex being invaded is occupied by an enemy unit. 

c) If the weather on the hex is either mud or snow. (Note that 
invading units must embark from clear weather ports, but they can 
land in adverse weather — with this penalty, of course). 

If all three of these apply, that would mean a mere 8% chance for a 
successful landing! If a unit fails xo make a successful landing (which 
places it on the invaded hex with 1 AP remaining), then it attempts a 
second invasion die roll (at the same percentage chance as the pre- 
viously failed one). If it passes this final “do or die roll,” the unit still 
lands, but takes 50% damage and has its APs reduced to zero. If it fails 
this second roll, the unit is dissolved. 

Important Invasion Note: Always make high risk invasions (those 
made directly against enemy occupied hexes, torts or in bad weather) 
with “cheap” units. A little corps unit has exactly the same chance to 
succeed as a big, beefy HQ unit. Therefore, where the odds of 
succeeding in an amphibious landing are low, reduce your risk by 
invading with a relatively crummy land unit in the “first wave” and, 
after the beaches are made friendly, follow up the next turn with larger, 
more expensive land units. Note that “Mulberry” units always have 
the maximum (70%) chance to succeed against target hex (even a 
fortified, enemy occupied hex in bad weather — can you say “Malta?”). 


2. Note that the computer players never use their air units to defend 
against strategic bombing attacks. Human players can take advantage 
of this when waging a strategic air war. 

3. Note that an air unit on strategic air defense is also available for 
naval air operations if located on a coastal hex. Thus, they can perform 
double duty. They will not, however, intercept enemy air strikes 
against nearby friendly land units. 

4. Air units placed out of the reserve can be placed on any friendly 
controlled, supplied hex. They don’t have to appear within a supply 
block or adjacent to a friendly city. This gives them amazing flexibility 
when combined with re-basing (if they start in a clear weather zone) 
and operational movement. 

5. Remember, depleted air units cost 2 PPs per strength point to 
replace each turn, where all other units cost only 1 PP. Pushing too 
hard with airplanes is expensive! 

6. The manual states that the combat strength is hnlvcd^ov air units 
based in the mud or snow, (on page 32). This is incorrect. They are 
reduced to one-third their strength (as stated on page 41 of the 
manual). This reduction won’t appear on the unit’s face value, but it 
will be factored in to any air strikes they make. 

7. There is a (undocumented) 50% chance chat an air unit will nor 
intercept an enemy strike mission when it has the opportunity. 

Conquest Quirks 

When docs France offer a Vichy Government for surrender? Ac the 
end of the impulse in which a French city falls to the Axis for the first 
time, there is a 40% chance of a Vichy offer when Paris falls, while 
each of the three other cities in France add 20% to the Vichy offer 
total, Therefore, even the unluckiest player will get a Vichy offer when 
the last French city falls. 

Note that the computer player will always accept a Vichy surrender 
and will never declare war on Vichy. Players who reject a Vichy offer 
allow all French units on the board to remain in the Allied force pool 
(units available for play) for the rest of the game. French units not 
currently in play each have an 80% chance of being removed from the 
game (and the Allies can build the rest). 

Spain and I’urkev, unlike other minors, do not surrender when their 
last city falls. Instead, they surrender when they lose their capital 
(Madrid and Ankara, respectively) plus oy/f other city. 

The Politics of it All 



Victory Through Air Power 

Some techniques for the proper use of air units include: 

1. Remember their range: seven spaces for conducting ground 
strikes, four spaces to defend against enemy ground strikes, on or 
adjacent to a friendly city (ironically, any friendly city) to defend 
against strategic bombing attacks, or on any coastal square to operate 
in the adjacent sea zone. 


Many players have wondered what their actually chances of success 
or failure arc when they attempt to “press” a neutral countiy diplo- 
matically. Here is super-secret formula used for determining diplo- 
matic success in Clash of Steel. 

First, a d(lOO) roll must be less than pre.ssing player’s current 
political points. Players always want to have as many political points 
as possible before starting a diplomatic full court press. 

If that check is passed... 
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horde that is gathering... 
growing... waiting... 


Available for IBM PC and compatibles 
(VGA, 80386 or better, 2 MB of 
Ram or more, sound support for 
Sound Blaster and compatibles.) 
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Then, a second d(l 00) roll must be greater than pressured councry’s 
break value (including the Balkan Pact value, where applicable). Note 
that the computer rolls a d(] 50) here, thus “cheating” and getting a 
better shot at diplomatic success. 

If either of these two die rolls fail, then the attempt fails and the 
pressing player loses some political points. If both succeed, then the 
pressing player loses no political points and the pressed country leans 
further to his side in the war. 

For example, in the Fall of 1940, the Germans, flush from their 
conquest of France and the low countries, have 80 political points. If 
they press Spain, with a break value of 75, there will be a 20% chance 
of success (80 x 25%). 

There arc two levels of diplomatic success that can be achieved. Ifa 
country can be brought to lean between 50 and 99 points in one side’s 
direction, they will lend the production value of their cities and 
resources to that side (assuming that they are within a supply partition 
that connects up to the receiving player’s capital). When a country 
equals or exceeds 100 points, it declares war and joins that side as a 
full ally, placing its own army on the board and allowing both sides to 
maneuver through its tcrritoiy. 

Political Notes 

1. Interestingly, political points are only awarded when a countiy is 
conquered, not when it joins a player’s alliance through diplomatic 
pressure. Thus, coercing Spain to join one’s alliance docs not raise 
one’s political stature. 

2. When Paris is captured by the Axis, Spain will move 20 points in 
the Axis direction ifa d(lOO) roll is less than the Axis current Political 
Point total. Note that the Axis political point level will be significantly 
higher if the Axis accept a Vichy Government which might occur with 
the fall of Paris. (The computer docs //orchcat in favor of itself on this 
die roll when playing the Axis.) 

3. Italy begins the war by leaning 80 points in the Axis directioit, but 
is still neutral. The Axis can raise Italy’s status by +25 points (and, thus, 
usually secure their entry into the war) if either: 

a) Paris is captured by the Axis, 

b) At least wo hexes of the Maginot Line are captured by the Axis, 

c) Or at least six Russian cities are captured by the Axis. 

4. The Axis never have to declare war on the Benelux countries in 
order to get them to surrender. When France surrenders, so will the 
neutral Benelux countries! 

5. If the Germans fiivor the Russians over the Rumanians in the 
“diplomatic wars” and maintain their eastern front garrison level each 
year, Russia’s chances ofentering the war arc extremely small if Turkey 
is never invaded. 

6. To help insure diplomatic success, use an old computer pming 
cheating technique. Specifically, before making the first dipfomatic 
press, save the game. If it fails, restart the game and try apin until it 
succeeds. If it succeeds, save the game (and that successhil attempt) 
and keep plugging away until things are arranged to suit. 

Stacking the Chips of Production 

The economic system in Clash of Steel'xs, on thesui'face, fairly simple. 
Each city produces a single Production Point (PP) per turn, while each 
resource produces two. Flowcver, there are some important variables 
to consider when checking the math on one’s economy. 

First, only major cities produce a production point every turn. 
Fortunately, there are only three minor cities (all of which are Italian 
at the start of the war): Palermo, 'Fripoli and Tobruk. 

Second, production points are only added if that city or resource is 
within the same supply partition (see p. 38 of the manual) as a player’s 
capital. This means. For example, that even though the Axis starts the 
war with Helsinki as a friendly city, because it is not in the same supply 
partition as Berlin, no PPs are received for it until after Leningrad falls 
(similarly, Italy cannot collect for Tirana until it is connected to 


Rome’s supply partition). Conversely, Rumania and Hungaiyare both 
leaning 50+ points in the Axis direction in 1 939. Because they are in 
the same supply partition as Berlin, their combined 4 PPs arc added 
to the German total each turn. 

There are also key economic cities. Saratov, for instance, controls the 
Russian’s Ural convoy of 8 PPs per turn (as well as its own PP). An 
undocumented feature increases the German’s Swedish convoy from 
two to three points if the Axis control Oslo (as they do at the beginning 
of all but the 1939 scenarios). 

The most important thing to remember about production is that 
one “keeps the change” after units on the board are rebuilt to full 
strength at the end of each turn. During stimmer turns, in particular, 
after the long impulses of battle, many units will find themselves 
depleted of a strength point or two. Every supplied unit becomes hdly 
recharged before the next turn begins, but those strength points are 
paid for out of one’s PPs. Air strength points, remember, cost donhle 
(i.e., 2 PPs per strength point). Fortunately, unspent PPs from pre- 
vious turns arc saved and available for spending at the next opportu- 
nity, so players can “save up” for the more expensive unit types. 

Finally, page 22 of the manual is incorrect. The cost to rebuild a 
dissolved unit (one lost while still able to trace a supply route or while 
conducting an invasion) is only 33% of its current price, not 40%. 
However, the price of units is always subject to increase due to enemy 
bombing activity. 

Weather, Goest Thou! 

The Combined Weather Table included in this article is fairly 
self-explanatory. Each campaign game turn of two months sees the 
computer rolling a die on that table to determine the weather in the 
various Weather Zones. Note that the weather in the Mediterranean 
Weather Zone is always clear, as is ever)' Weather Zone during the 
May/June and Jidy/August turns. 


Table 2 - Combined Weather Table 


Die 

Jan/Feb 

Mar/Apr 

Mav/Jun 

Jul/Auq 

Sep/Oct 

Nov/Dec 

1 

CCMS 

CCCC 

CCCC 

CCCC 

CCCC 

MCSS 

2 

MCSS 

CCMM 

CCCC 

CCCC 

CCCM 

MCSS 

3 

SCSS 

MCMM 

CCCC 

CCCC 

CCMM 

SCSS 

4 

scss 

MCMS 

CCCC 

CCCC 

MCMM 

SCSS 

5 

SCSS 

MCSS 

CCCC 

CCCC 

MCMM 

SCSS 

6 

scss 

SCSS 

CCCC 

CCCC 

MCMS 

SCSS 


C = Clear; M = Mud; and S = Snow 

Notes; The first letter represents the weather in the Temperate zone, the 
second is the Mediterranean, then the Arctic with the Arctic Circle zone 
listed last. 

Turn continuation is based on the weather in the Temperate zone, while 
the Russian Winter rule is based on the Arctic zone. 

V.E. Day 

That’s it from the bunker, folks. Now chat I’ve given you the keys 
to Clash of Steel, I hope chat you will enjoy it even more. Above all else, 
I strongly urge that you schedule a game with a wargaming buddy in 
the near future. It is no idle boast when I say that it’s the most fun, 
multi-human-player-at-the-samc-computer-screcn game that I’ve 
played since M.U.L.E. 

Finally, producer James Young at SSI has been working with the 
designer on a patch file for Clash of Steel. Besides some bug fixes, there 
will be at least a few changes made to the game. The strength of the 
Gibraltar garrison unit is likely to rise from 1 to 3 (which, when added 
to the fort bonus of +3 strength points plus an additional 70% for 
computer players’ units in forts, will make Gibraltar a rough nut to 
crack) and it appears that one will be allowed to rebuild lost naval 
transports, cbw 
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Combiner Gaiiiiiii’ World 


The WARGAMER’S Computer Company supplies you 
with the tools you need. 


H PS Simulations is devoted to \«argamers 
and their needs: the need to be an inte- 
gral part of the action; the need to con- 
trol battlefield conditions; the need for accura- 
cy; the need for detail. HPS products satisfy 
these needs. 



Point of Attack 

The most realistic PC tact- 
ical combat simulation 
available. PDA is a 
platoon/section 
tactical simulation, with over f 00 
modern weapon systems from 
eleven countries. The artificial 
intelligence is incredibly 
accurate. Wargamers 
> can control air 

/] superiority, 

supplies, com- 
munications, 

SIMULATIOIMS 


Mail checks/money orders to: 

HPS Simulations 

P.O.Box 3245 

Santa Clara, CA 95055-3245 


weather, 

morale. 


weapons, etc. PDA includes a choice of specif- 
ic or random Middle East scenarios/ maps. An 
optional Map Builder program ($15) allows 
players to create unique maps. 


"...for the grognard or serious studenf of the 
modern battlefield, POA becomes virfually 
mandafory." — CGW 


($44.95 + $4.00 S/H) 


POA runs on IBM and compatibles only, with 
EGA graphics, and512K minimum RAM. 


Aide De Camp 

Now you can use your 
computer as a playing aid 
for all your wargames. 

Up to 30,000 hexes per 
game map, unlimited units. 



multiple user-defined zoom levels, game-turn 
replay ability, and easy play-by-mail or modem 
makes ADC the most exciting new product for 
board wargamers. ADC does not include rules 
for any specific games - the board game must 
be purchased separately. Several board game 


publishers are creating 
ADC add-on disks for 
their games, allowing 
players to jump right 
into operations, bypass 
ing the symbol set and 
map input steps. 


"ADC is a must have 
product that will 
change the way 
you play war- 
games." 



-CGW 


($79.95 + 
$4.00 STH) 


ADC requires at 
least BOOK RAI\4, 

VGA, for IBM and com- 
patibles only. Mouse 
optional. 



Available 
only by mail. 
Please add $4.00 
shipping and handling. 
CA residents add stale 
sales tax. Please 
specify disk spec 
when ordering. 
VISA/MCrCALL 
(408)554-8381 


HPS Simulations — 
the source for all your 
Combat Supplies. 


IBM is a registered trademaik ol Iriternational Business Machines, 
r Service §70 





Strategy 


A Pearl Of A Plan 

A Winning Stratagem for SSG’s Carriers at War 


C arriers are, in more than one sense, the 
name of the game in SSG’s Carriers at 
War. You score most ofyour points by 
damaging ships and destroying planes. When 
you sink a carrier, you double your pleasure 
by scoring points for both the ship and planes 
it carries. Carriers are easy for airplanes to 
sink, so the formula for success is easy to 
derive: Your Planes + The Enemy’s Carriers 
= Victory. 

The “Sunday Punch” Tactic 

The Japanese attempted this at Pearl Har- 
bor, so I call this the Sunday Punch tactic. 
The Sunday Punch is a dawn attack against 
the enemy’s main carrier force, and it should 
be your first carrier-based air attack of the 
scenario. 

1. Cluster your carriers. 

Step one is to concentrate your carriers. 
Order your faster carrier task groups to join 
the slowest carrier task group. If the slow- 
pokes travel about five knots faster than the 
lead group, they will travel as a tight bunch. 
If any ofyour groups are short on fuel, with 
less than 20 days left, spend some time in port 
or rendezvous with the oilers. When the time 
comes to strike, you’ll be doing a lot of sailing 
at flank speeds, and full tanks will bring you 
peace of mind. 



2. Spend the first day on patrol. 

Let your search planes tell you where the 
enemy is located. Top priority is finding his 
main carrier force. In most scenarios this is 
two carriers cruising together; in Midway, it’s 
four. Don’t get distracted by the light carrier 
task forces (only one carrier in the group) or 
the seaplane tenders (a task group with one 
carrier hanging around reefs and shoals). You 
want the full-size carriers. 


by Roger White 

3. Position your carriers and your cover 
force. 

By noon the day before the Sunday Punch, 
you want your carrier group about 400 miles 
from the enemy’s main carrier group ifyou’re 
American, 300 miles if yoti’re Japanese. Ifyou 
arrive early at the part)', keep your distance. 
This will keep you out of attack range. 

4. Unleash the cover force on enemy carrier 
task group. 

At about 16:00 the day before the Sunday 
Punch, put your cover task groups on flank 
speed and rush the enemy. The goal of these 
groups is to worry the enemy carrier group 
during dawn of the Sunday Punch, ideally, 
one group will be in contact with the carrier 
group an hour before dawn so that you can 
faunch an at-dawn attack. Even if contact is 
made after dawn, the cover forces will be 
distracting targets for enemy air strikes. 

5. Have your carriers follow an hour or two 
later. 

At 17:00 send your carrier task group after 
the enemy carrier group. It will be late 
enough in the day so that, even if the enemy 
knows your location, it will be coo late to send 
an air attack before dark. 

6. The clouds are your friends. 

Storms are a closing carrier’s best friend. 
The enemy search planes have a hard time 
spotting through the clouds and attacking 
planes miss a lot. Maneuver so your carriers 
spend daylight under heavy clouds when you 
are within striking range of enemy carriers. 
When you rush the enemy carriers, actually 
rush for the cloud bank nearest them. 

7. Position your carriers close to his about 
an hour before dawn. 

Ifyou’re American, close means within 170 
miles — the extended fighter range. The ideal 
is 90 CO 120 miles. Ifyou’re Japanese, all your 
planes can go 280 miles, but if you’re closer, 
say 100 miles, your planes will arrive much 
sooner. 

If your cover group has served well and the 
enemy carriers are within sight, latinch your 
planes at night so they arrive at the first 
moment of dawn. There will be little oppos- 


ing CAP, and even if the carriers don’t go 
down on the first attack, those gaping holes 
you’ll leave in their decks will prevent any 
retaliation. From then on the scenario be- 
comes a turkey shoot. 

8. Load and fuel your planes. Don’t put up 
CAP. 

If dawn is coming and you’re absolutely 
sure you’re close, but the enemy carriers are 
not in sight, then load and fuel your planes 
anyw.ay and pull down your CAP so they can 
join the assault. This is risky, risky, risk)' 
because armed and fueled planes on deck are 
an invitation to uncontrollable fire if there’s 
a hit, but they also allow you to get your 
planes ofT the moment the sighting is made. 



Start passing time in five minute incre- 
ments and watch for the first sighting to be 
reported. However, don’t launch on the first 
sighting. It’s likely to be wildly inaccurate in 
both ship description and position. If your 
carriers haven’t been spotted, wait for a sec- 
ond and third sighting before launching the 
Sunday Punch. 


After the Sunday Punch 

Once the enemy’s main carriers are out of 
action, your carriers won’t be subject to mas- 
sive airborne retaliation and you can cherry 
pick targets to run up your score. Carriers are 
the best choice, transports are next best, then 
capital ships and destroyers, 'fry to avoid 
capitals and destroyers because they will cause 
too much damage to )'our planes. Keep )'our 
carriers away from enemy cover task groups, 
and chase enemy transports and carriers with 
yotir own cover task groups. Do these things 
and decisive victories will be yours, cbw 
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This game is not lot ihe (cinl-heatled. Conlains 
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Give Your Joystick 
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intense violence and voluptuous women, 
V -I Metal & lace: Battle Of Tlie Robo Babes is for 
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(Continued from page 191) 

units stacked with them will fight more effec- 
tivci)’. 

H Demons arc identical to undcad in 
most respects, but arc more expensive 
and even faster. 'I'his makes them 
excellent attack units, 

EleinentaJs, like worms, are slower 
high-powered units 
would ordinarily stack with. 
I his makes them very strong defensive units 
but of limited value on the offensive. 

S Devils arc possibly the most useful 
single unit in the game. Powerful and 
hist, they have devastating effects on 
enemy stacks: all non-hero, non-city bonuses 
arc removed from a stack facing a devil. This 
can halve the effective strength of an enemy 
stack. Devils are ideal for all combat activity, 
oflensivc and defensive. 


Dragons arc the single most fearsome 
faj®j unit Warlords 2 c:in boast. Second in 
.speed only to wizards, only the 
strongest heroes can meet (but cannot exceed) 
their basic combat value. Giving all units 
stacked with them a +2, dragons can be the 
key component to any killer stack. Don’t 
waste your dragons defensively; use them of- 
fensively in conjunction with lighter troops to 
lay waste to your enemy’s armies. Their wings 
make them excellent overseas troops. 

Heroes arc the lifeblood of your 
army. Attacking stacks should be led 
by a hero whenever possible, and en- 
emy heroes should be eliminated at almost any 


cost. You generally do not have enough heroes 
to use them defensively; try and keep your 
heroes on the attack or out exploring ruins and 
temples. Whenever the opportunit)' to pur- 
cha.se a hero arises, take it. 

We Shall Meet Again, Warlord 

Next time, we will take a look at how the 
combat system works, (or, why your hero 
keeps getting killed by the enemy’s light infan- 
try), how the stack strength calculation proc- 
ess works (or, how to wipe out an enemy 
country with a dragon, a unicorn, a pegasus, 
and five scouls), and other ways to reduce your 
enemies to hamburger, cbw 


H Archons vie with devils for utility. 
Strong and quick, archons negate all 
hero boniLses. A stack with a devil 
and an archon is a formidable opponent, and 
excellent for killing enemy heroes. Their flight 
capability makes them flexible over any ter- 
rain. 


Table 1 - Unit Attributes 


Army 

Unit Strength 

Special 

Strength 

Time 

Cost 

Unit/Turn 

Strength/Turn 

Special 

Strength/Turn 

Cost/Strength 

Cost/Special 

Strength 

Scout 

1 



2 

1.00 

1.00 

1.00 

2.00 

2.00 

Bat 

1 



5 

1.00 

1.00 

1.00 

5.00 

5.00 

Light Infantry 

2 

2 


3 

1.00 

2.00 

2.00 

1.50 

1.50 

Ore Mob 

2 

2 

2 

4 

0.50 

1.00 

1.00 

2.00 

2.00 

Light Cavalry 

2 

3 

2 

6 

0.50 

1.00 

1.50 

3.00 

2.00 

Catapult 

2 

2 

4 

16 

0.25 

0.50 

0.50 

8.00 

8.00 

Heavy infantry 

3 

3 

2 

5 

0.50 

1.50 

1.50 

1.67 

1.67 

Archers 

3 

4 

2 

7 

0.50 

1.50 

2.00 

2.33 

1.75 

Dwarves 

3 

4 

2 

7 

0.50 

1.50 

2.00 

2.33 

1.75 

Pikemen 

4 

5 

3 

5 

0.33 

1,33 

1.67 

1.25 

1.00 

Heavy Cavalry 

4 

6 

3 

8 

0.33 

1.33 

2.00 

2.00 

1.33 

Wolfriders 

4 

5 

2 

8 

0.50 

2.00 

2.50 

2.00 

1.60 

Giants 

5 

5 

2 

10 

0.50 

2.50 

2.50 

2.00 

2.00 

Minotaurs 

5 

6 

2 

10 

0.50 

2.50 

3.00 

2.00 

1.67 

Spiders 

5 

7 

2 

12 

0.50 

2.50 

3,50 

2.40 

1.71 

Pegasi 

5 

6 

3 

12 

0.33 

1.67 

2.00 

2,40 

2.00 

Griffins 

6 

8 

3 

15 

0.33 

2.00 

2.67 

2.50 

1.88 

Unicorns 

7 

8 

4 

15 

0.25 

1,75 

2.00 

2.14 

1.88 

Elephants 

8 

8 

4 

15 

0.25 

2.00 

2.00 

1.88 

1.88 

Wizard 

6 

7 

4 

12 

0.25 

1.50 

1.75 

2.00 

1.71 

Worms 

7 

8 

4 

12 

0.25 

1.75 

2.00 

1.71 

1.50 

Undead 

7 

8 

4 

12 

0.25 

1.75 

2.00 

1.71 

1.50 

Demon 

7 

8 

4 

15 

0,25 

1.75 

2.00 

2.14 

1.88 

Elemental 

8 

9 

4 

15 

0,25 

2.00 

2.25 

1.88 

1,67 

Devil 

8 

9 

4 

15 

0.25 

2.00 

2.25 

1.88 

1.67 

Archon 

8 

9 

4 

20 

0.25 

2.00 

2.25 

2.50 

2.22 

Oraaon 

9 

11 

4 

20 

0.25 

2.25 

2.75 

2.22 

1.82 
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Introducing a new breed of soltware. A new 
extreme. A quantum leap In combat simulators. 

It doesn't push the envelope. It shreds it. 

▲ Mechwarrior II; The Clans creates a new reality. A world ol sights, sounds and action 
that can bring you to the brink of sensory overload. Feel what it's like to control 
100 tons of pure hostility, with enough firepower to 
vaporize a squadron of F-15s. A Atop a Slst-century 
BattleMech tour stories high, you're thrust into the 
most eye-popping missions imaginable. Each mission a frenzied tight tor victory, honor 
and the glory of The Clan. A Mechwarrior 11 is a guaranteed adrenaline rush. Go 
one-on-one in real-time via modem. Pick from 16 phenomenal 'Mechs and 40 
futuristic weapon systems. Use multiple 
PQVs. Select from hundreds of missions in 
every conceivable environment. Choose 
instant action or a complete career. A Mechwarrior II: The Clans, so 
heavy it crushes the competition. 

AdlVisioN. 

Mechwarrior II; The Clans is available for IBM and compatible computers. 

SNE8 version also available. To order see your local retailer or call (800) 477-3650. 
BattleTech, BattleMech, 'Mech and Mechwarrior are Hegistered Trademarks of Fasa Corporation 
Circle Reader Service if38 





Taking 
A PEEK 


Access Software, Inc. 

4910 West Amelia Earhart Dr. 

Salt Lake City, UT 84116 
(800) 800-4880 

INNISBROOK - LINKS CHAMPION- 
SHIP COURSE: The next stop on the Links 
championship tour takes the desktop golfer to 
Tarpon Springs, Florida and the Copperhead 
course at Innisbrook. Ranked as one of 
“America’s Greatest” courses (Golf Digest) and 
Florida’s #1 course for six consecutive years 
(Golfveek), Copperhead, host for the JC Pen- 
ney Classic, offers world class challenge in the 
comfort of one’s own home. Whether one is 
preparing to play the original “green” or sim- 
ply teeing oft at home, this latest Links course 
provides the golfer “hazard free” play. The 
fifth Super VGA championship course, Innis- 
brook requires Links, Links 386 Pro or Mi- 
crosoft Golf IBM ($29.95). Circle Reader 
Service#!. 


Amtex Software 
P.O. Box 572 

Belleville, Ontario K8N 5B2 
(613) 967-7900 

EIGHT-BALL DELUXE: Pinball Wizards 
and all other denizen of pool halls, beer halls, 
bowline alleys and backroom arcades will find 
a lot of high-scoring action in Amtex’s second 
pinball game. One look at the game’s features, 
documentation, and packaging extras reveals 
the designer’s true love, perhaps even fa- 
natacism, for the topic. In the box one finds 
a real flipper and steel pinball, a manual with 
a detailed history of the pastime, a section on 
general pinball strategy, and a break-down of 
the specific machine’s scoring possibilities. In 
the midst of all these googahs one can almost 
forget the game, which is a fine rendition of 
an actual Bally’s machine. The screen only 
shows one-third of the playfield at one time, 
but scrolls smoothly with the ball’s action; the 
only flaw might be that one has to guess at 
some skill-shots because of the limited view. 
From the main screen— a cafe patronized by a 
digitized cowgirl in clinging denim—the 
player can glance at a Top Ten chalkboard, 
preview the next two Amtex games, and even 
get behind the machine to tinker with its 
settings, changing the playfield’s slant and 
bumper power to personal taste. As a whole, 
this is a lovingly created package that is sure 
to send pinball fans into bonus overtime. 
IBM, Macintosh ($49.95). Circle Reader 
Service #2. 



Fractunes 



Discover Space 



Bourbald, Inc. 

P.O. Box 2867 
Boise, ID 83701 
(208) 342-5823 

FRAC TUNES: If you were in with the In 
Crowd during the 60s, you may have run 
across the Light Organ, a device chat emitted 
colored light in response to music (usually 
while the audience ingested felonious botani- 
cals). The 90s response to this 60s invention 
is a cup of coffee and FrncTunes, a program 
that alters the colors of fractal images to the 
beat of any AdLib, SoundBlaster or Midi 
sound file. If you own a Midi instrument, you 
can even take control of the show and create 
your own sight-sound psychedelica. The 
package includes 250 sound files, 1 50 fractal 
images, and tools with which you can create 
interesting slide shows. While the execution 
of the “Li|ht Organ” falls a bit short of expec- 
tations (it s just not as neat as the concept), it 
may still be an interesting cool for the creative 
fractal hobbyist. IBM with CD-ROM. 
($49.95). Circle Reader Service #3. 


Broderbund Software, Inc. 

500 Redwood Blvd. 

PO Box 6121 
Novato, CA 94948-6121 
(415) 382-4400 

DISCOVER SPACE: The final frontier is 
hot these days, with “billions and billions” of 
software titles heading for the stars. This new 
program is another solid-fueled educational 
booster from Broderbund. It offers a galaxy of 
information and stellar views, with graphical 
planet cutaways, animated orbital paths, com- 
parisons of planets in size and mass, constel- 
lation charts — you name it. Pick a year, 
month and hour, and view the night sky in 
any direction you choose. Click on a star to 
see its name and position in degrees. Animate 
the whole swirling maelstrom like you’ve al- 
ways wanted to, and see exactly how eternity 
spins above our humble roofs. Learn about 
the space program, comparing rockets and 
shuttles ol the U.S. and U.S.S.R. And, our 
favorite, designate the size and speed of an 
asteroid and see what effect it would have 
when slammed into a U.S. state; quite liter- 
ally, it would rock our world. A 70-pagc com- 
panion book and glossary' are also provided. 
IBM ($39.95). Circle Reader Service #4. 

Capstone Software 

Airport Corporate Center 

7200 Corporate Center Dr., Suite 500 

Miami, FL 33126 

(800) 468-7226 

GRANDMASTER CHESS DELUXE 
EDITION: Billed as “The World’s Most 
Powerful Chess Program!”, Capstone’s 
Grandmaster Chess Deluxe Edition offers the 
chess aficionado a multitude of options to 
customize the game in-deptb. Super VGA 
graphics provide an attractive array of chess 
boards and pieces to choose from (seven 
unique chess sets on eight different boards) in 
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ZERO'S & ONE'S 


ASK FOR PRICE LIST AND TAKE A LOOK AT OUR SALE ITEM 

(800) 788-2193 


HARDWARE 

CREATIVE UBS: 

CD 16 Kit (Business) 635.00 
Discovry 8 CDRom Kit 399.00 
Discovry 16 CDRom Kit 469.00 
Edutnmnt 8 CDRom Kit 449.00 
Edutnmnt 16 CDRom Kit 519.00 


Snd Blaster 16 216.95 

Snd Blaster Pro DIx 119.95 
Video Blaster 299.00 

Video Spigot 399.00 

MEDIA VISION: 

Fusion 16 CDRom Kit 499.95 
PAS 16 Snd Cd 165.95 

Pro Aud Studio 16 189.00 

Pro Audio Spectrum 
16 MM Kit 899.00 

TOSHIBA 3401 200m5 
Intw/Pas Cable 495.00 

Al TECH: 

Pro PC/TV Plus 309.95 

Wave \Watcher-TV 419.00 

Video Surge 615.95 

OTHER SND, MM, & VIDEO: 
Computer Eyes RT 434.95 
Gravis Ultra Sound 129.00 
TelevEyes VGA-TV 199.00 
WIN TV 399.95 

STICKS & YOKES 

CH PRODUCTS: 

Auto III Game Card 27.00 
Flight Stick 35.95 

Mach II 22.00 

Mach 111+ 27.00 

Virtual Pilot Yoke 62.95 

GRAVIS 

Analog Pro 37.95 

Game Card Hi Speed 29.95 
THRUSTMASTER: 

ACM HISpd Game Card 26.95 


Weapons Control Mark II 99.95 
U-PromforWCS Mark I 27.95 
Flight Control 59.95 

Flight Control Pro 99.95 

Rudder Pedals 99.95 

COLORADO SPECTRUM: 
Mouse Wheel call 


MODEMS 

Prices too Low lo Print; 
Boca, Sportster, Supra, 
Zoltrix, Zoom and others 

FLT SIM/WAR 


A Line in Sand 26.95 

Aces over Europe 44.95 

Air Warrior SVGA 35.95 

Ambush at Sorinor 35.95 

Armored Fist 42.95 

ATAC 34.95 


B-17 Flying Fortress 41.95 

Birds of Prey 31.95 

Campaign 35.95 

Comanche;Maximm OvrkI 43.95 
Carrier Strike 41.95 

Carriers at War 34.95 

Conquerd Kingdoms 35.95 

Conquest Japan 35.95 

Empire Deluxe 35.95 

F-t5 Stirke Eagle III 43.95 

Falcon 3.0/Mlg 29 call 

Flight Sim 4.0 37.95 

Flight Sim Add-Ons call 

Fit Sim Seen USA East 41.95 
Flight Sim 5.0 call 

High Command 41.95 

Jetfighterll bundle 44.95 

Jump Jet 41.95 

Liberty or Death 35.95 

Lost Admiral 35,95 

Pacific War 47.95 

Patriot 43.95 

Patton Strikes Back 14.95 

Perfect General 35.95 

Rebel Assault tba 

Secret Weapons Luftwffe 29.95 
Special Forces 29.95 

Strike Commander 47.95 

Task Force 1942 38.95 

Theater of War 19.95 

Tornado 44.95 

V Victory 1 , 2. or 3 ea 43.95 


ENTERTAINMENT 


A-Train 41.95 

ADD:Unltd Adventure 34.95 
Action 5-5 Sierra Gms 24.95 
Adventre Starter-Sierra 19,95 
Air Bucks 35.95 

Alone in the Dark 35.95 

Amazons 38.95 

Arcade Hits 24.95 

Armourgeddon 39.95 

Ashes of Empire 34.95 

Back to Future II 26.95 

Bart Simpson-Wierdnes 29.95 
Batman Returns 41.95 

Betrayal at Krondor 39.95 
Blue Force 39.95 

Caesar 35.95 

Carmen SD-SpacB Dluxe 47.95 
Castles II 35.95 

Challenge of 5 Realms 39.95 
CIvilizalloniMaster Playr 49.95 
Classic Adventure-Lucas 35.95 
Conquered Kingdoms 35.95 
Creepers 29.95 

Dagger Amon Ra 41.95 

Dark Half 34.95 

Dark Seed 41.95 

Darklands 41.95 

Daughter of Serpents 32.95 
Day of Tenacle 34.95 


Sample Listing of Products 

Design Your Railroad 34.95 

DiscoveryiColumbus 35.95 

Dragon Lair III 35.95 

Dune II 35.95 

El Fish 35.95 

Eric The Unready 35.95 

Flashback 31.95 

Freddy Pharkas 41.95 

Global Effect 19.95 

Goblins 2 24.95 

Helmdall 21.95 

Home Alone 2 27.95 

Humans 25.95 

Inca 34.95 

Indy Jones 4 35.95 

Kings Quest VI 44.95 

Kyrandia (Legend] 34.95 

LegacyiRealm of Terror 36.95 

Legends Valour 37.95 

Lels. Suit Larry 5 41.95 

Lemmings 2 35.95 

Lost Treas Infocom II 29.95 

Lost Treas. of Rain Forest 29.95 

Magic Candle III 37.95 

Maniac Mansion 14.95 

Mantis 31.95 

Mario Is MIssIngl 34.95 

Mercenaries (Tegel's) 37.95 

Mights Magic V 41.95 

Monkey Island 2 25,95 

Out of This World 36,95 

Paladin II 35.95 

PiratesIGold 41.95 

Police Quest 3 39.95 

Prophecy by Sierra 24.95 

Populous II 37.95 

Prince of Persia II 41.95 

Quest for Glory III 41.95 

Return of the Phanton 41.95 

Ringworld 35.95 

Romance 3 Kingdoms 39.95 

Rome:Palhway to Pwr 29.95 

Rules of Engagement II 41 .95 

SclFi:5 Actvlsion Games 26.95 

Shadow President 41.95 

Shadowlands 29.95 

Sherlock HlmsiLst Fites 42.95 

Siege 22.95 

Sim Ant 35.95 

Sim City 29.95 

Sim Earth 42.95 

Sim Life 41.95 

Simpson's Arcade 29.95 

Space Hulk 34.95 

Space Quest V 41.95 

Spear of DstlnyiWIfnstn 35.95 

Star Control II 35.95 

Star Trek 25th Anniv. 35.95 

Stunt Island 33.95 

Syndicate 36.95 

Terminator 2029 41.95 

Ultima Underworld II 47.95 

Ultima VII Part 2 45.95 

Ultrabots ' 36.95 


Veil of Darkness 

35.95 

Take BreakiPinball 

29,95 

Wing Commander II 

47.95 

Yobi Magic Spell Tricks 

29.95 

Wizardary VILCrsaders 

41.95 



X-Wing 

41.95 

SPORTS 


X-Wing Misson Dsk 

19.95 


CD ROM 


Car 8t Driver 

Front Page Sports Ftbl 

call 

41.95 

7th Guest 

52.95 

Jack Nicklaus SIg Golf 

41.95 

Arthur's Teacher Trbls 

41.95 

Jordan in Flight 

36.95 

Chess Maniac-Natl Lampn 34,95 

Links 386 Pro 

39.95 

Clip Art Havan-Jewei 

16.95 

NFL Pro Football 1992 

35.95 

Composer's Qst MPC 

54.95 

NFL Video Pro Football 

35.95 

Compton Interact. Encyc. 249.95 

Sports Adventure 

47.95 

Curse of Enchantia 

24.95 

Tony LaRussa Bsbl II 

37.95 

Daggar of Amon Ra 

41.95 

Trouble Shooting Golf 

29.95 

Day of Tenacle 

41.95 

Wayne Grlzky Hocky 3 

35.95 

Dinosauer Adventures 

41.95 

Wilson Pro Golf 

24.95 

Dune 

56.95 

World Circuit Grnd Prix 

35.95 

Eco-Quest 1 

41.95 

World Tour Tennis 

31.95 

Encarta MM Encycl. 

269.95 



F-15 Strike Eagle III 

47.95 



Fontmaster 2 

18.95 

EDUCATIONAL 

Games 1993-Jewel 

21.95 

ACT Studyware 

29.95 

Global ExpIrer-DeLorme 

89.95 

Alge-Blaster 

29.95 

Indy JonesiFate Atlantis 

41,95 

Amazon Trail 

34.95 

Inspector Gadget 

35.95 

Auto Works 

44.95 

Iron Helix 

call 

Calculus 

24.95 

King's Quest VI 

44.95 

Castle of Dr. Brain 

29.95 

Jutland 

52.95 

Cuckoo Zoo 

31.95 

Just Grandma & Me 

36.95 

Dinosauer Adventure 

32,95 

Kodak Photo CD 

29.95 

Discover Space 

37.95 

Legend of Kyrandia 

41.95 

Eagle Eye Mysteries 

31.95 

Map Expert by DeLorme 299.95 

Inspector Gadget 

34,95 

Mayo Clinic (jewel box) 

29.95 

Island Dr. Brain 

29.95 

Midi Music Shop-jewl box 22.95 

Kid Cad 3-D 

29.95 

MS Cinemania MPC 

54,95 

Lost Tribes (Soc. Stdy) 

24.95 

Monarch Notes 

61.95 

Mario Teacher Typing 

24:95 

Old Testmanet Interact 

49.95 

Math Rabbit (New) 

29.95 

PC Karoake 

77.95 

Mickey's ABC's Ench. 

19.95 

Playing with Language 

29.95 

Millie's Math House 

29.95 

Pfophone 1993 Ed 

129.95 

Operation Neptune 

34.95 

Pub.Paradise-Clip Art 

22.95 

Oregon Trail DIx 

35.95 

Putt Putt Fun Pack 

26.95 

Peter Pan Print Kit 

31.95 

Rodney's Fun Screen 

39,95 

Playroom ver 2.0 

29,95 

RoMateriaLVisfSnd Effect 19.95 

Putt-Putt Fun Pak 

25.95 

Shareware Studio V.C 

18.95 

Reedy for Letters 

34,95 

Sherlock Holmes 3 

43.95 

Rock & Bach 

34.95 

Space Adventure 2.0 

61.95 

Scooters Magic Castle 

31.95 

Space Quest IV 

41.95 

Time Treks 

29.95 

Ultima Underworld l&ll 

50.95 

Treasure Math Storm 

34.95 

Who Killed Sam Rupert 

24.95 

What'sMy Angle-Geom 

29.95 

Willy Beamish 

41.95 



Wing Commander II DIx 

52,95 



WCmdrII/Ult Undrwrld 

52.95 

AND A WIDE 

World Fact Book '92 

59.95 



RANGE OF OTHER 

WINDOWS 


PRODUCTS 


Alphabet Blocks 

29.95 

FROM A...TO Z...I 

Audio;Star Trek V.l 

34.95 

AAAAAAAAAA 


Conquered for Windows 

44.95 



MS Golf 

42.95 



Origin FX Screen Svr 

24.95 

MANY SALE ITEMS IN 

Star Trek Screen Svr 

44.95 

OUR FULL PRICE UST 


ALL IBM COMPATIBLE 

ZERO'S & ONE'S 3315 E RUSSELL RD, ifH-1 77 LAS VEGAS, NV 89120 

ORDER: 800-788-2193 FAX: 702-897-1571 TECH/INFO: 702-897-2797 INTL: 702-897-2797 

Prices and availability subject to change. All sales final. We do not guarantee compatability. All sollware is factory fresh and unopened. We are not 
responsible for manufacturer’s defects. Contact publisher regarding defects. Any return subject to 20% restocking fee. Shipping: 1st game $5; add'l 
games add $1 each inContinental US. 2nd Day Air $6 1st game, add1 games add $1 each in Continental US. COD add $5.00. All prices are US Dollars. 
WE ACCEPT M/C 8, VISA. 


Circle Reader Service ffi26 


either 3-D or 2-D perspectives (with 180 
degree board rotation), An easy moiise-and- 
menu driven interface makes play a simple 
matter. Multiple skill levels are supplied (from 
beginner to grandmaster), as are several time 
control options. As expected, an opening 
moves library is available with hundreds of 
choices to draw upon. Multiple chess sets, 
instant replays of individual moves or entire 
games, help and analysis features, and modem 
and network play fill out the package. Of the 
chess sets from whicli one can draw are tradi- 
tional, fantasy, abstract and space pieces. I BM 
($59.95). Circle Reader Service #5. 


Deep River Publishing 
P.O. Box 9715-975 
Portland, ME 
(207) 871-1684 

FRACTAL ECSTASY: This is definitely 
the flashiest fractal program on the market 
today. Running under Windows 3.1 , the pro- 
gram uses Microsoft’s Video for Windows to 
di.sptay an hour of animated fractal “movies.” 
The movies dive in and explore the “infinite 
resolution” of fractal images, weaving around 
the image space to uncover beautiful configu- 
rations. What’s more, at any time during a 
movie, the user can stop and pull the current 
image into a free-form exploration mode 
where he or she can do their own delvings. 
Wliile perhaps not as .sophisticated or as fast 
as other fractal programs, it is certainly the 
most beautiful and accessible product of its 
type. Definitely recommended for the fractal 
novice. IBM with CD-ROM and Windows 
3.1 ($49.95). Circle Reader Service #6. 


Hero Software, Inc. 

PO Box 699 
Aptos, CA 95001-0699 
(408) 662-0536 

HEROMAKER: So, who’s your hero? Co- 
lossal Man? The Cruncher? MegaNinja? 
Weil, it doesn’t really matter as HeroMaker 
allows you to create the hero of your choice, 
usable with all Hero System genres. Charac- 
ters can be loaded and saved (thus, exchanged 
with other HcroMakerov^ntxs), printed out in 
sevctal different formats, and exported to a 
word processor. HeroMaker, however, goes 
beyond a simple spreadsheet for manipulating 
character data. It is an intelligent character 
creator that knows ail “people and paper” 
HeroMaker rules, making character genera- 
tion a relatively easy and error-free process. 
HeroMaker calculates all values according to 
established Hero System rules, contains the 
complete Hero System rules database, and 
allows the user to create his or her own powers 
and skills. All aspects of hero creation arc user 
adjustable: characteristics, skills, powers, ad- 
vantages, disadvantages, limitations, talents 
and more. Stop waiting for the ideal hero to 
appear. Create your own with HeroMakeA 
IBM ($25). Circle Reader Service #7. 



Fractal Ecstasy 


Heromaker 


HOLLYWARE Entertainment 
13464 Washington Blvd. 

Marina del Rey, CA 90291 
(310) 822-9200 

GFiAR WORKS: Here’s a puzzle game that 
runs like clock-work. By placing gears on pegs 
in the correct sequence, the player can build 
time pieces from different parts of the world. 
As if the spatial puzzles weren’t hard enough, 
the player must also race the clock and avoid 
two villainous birds (actually “puffins”). One 
puffin tries to knock the pegs off the board 
while the other will rust the gears if given a 
chance. As defense against these fowl deeds 
you can shoot the puffins off the board, or oil 
the gears they have rusted, but there’s no way 
to replace missing pegs. You can also use 
bombs to clear up your own missteps. Success 
earns points, and if you get bonus gears you 
have a chance to yank the limb of a “one- 
armed bandit” and try for more points or 
bonus items. While an interesting brain- 
banger, the documentation doesn’t quite 
agree with the actual game play. Amiga and 
IBM ($49.95), Commodore 64 ($39.95). 
Circle Reader Service #8. 
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Gear Works 



Uninvited 



Lord of tbe Rings, Faihanced CD-ROM 


ICOM Simulations, Inc. 

648 S. Wheeling Rd. 

Wheeling, IL 60090 
(708) 520-4440 

UNINVITED: Fans of the gothic horror 
genre who don’t mind playing a graphic ad- 
venture with closer ties to the simpler, older 
titles of the past may enjoy this Windows 
version ofICOM’s classic adventure. Though 
this graphic puzzler offers a return to the less 
complicated quests of days past, the potential 
player should not think that this translates 
into an inferior product. On the contrary, the 
Wmdoius CQmovsion of Uninvitedcxi'amrcs all 
the atmosphere and enjoyment of the earlier 
releases and enhances play by providing a high 
resolution, mouse-and-menu-driven intet- 
face employing full 256-color images and 
smooth spot animations. Windows sound 
support is also provided for digitized sound 
effects, including requisite thunder, screams 
and howls. So, if the player is up to the 
challenge of uncovering the mysteiy' ofHou.se 
Abraxas, Uninvitedw'm provide a good dose 
of ghastly fun. Just pick up everything that 
isn’t nailed down and watch out for that 
s\varthy Southern Belle: She’s no lady. ..at 
least not anymore. IBM with Windows 
($49.95). Circle Reader Service #9. 

Interplay Productions, Inc. 

17922 Fitch Ave. 

Irvine, CA 92714 
(714) 553-6655 

LORD OF THE RINGS, ENHANCED 
CD-ROM; Frodo never had it so good, at 
least not until the enhanced CD-ROM ver- 
sion of The Lord of the Rings spun off from 
Interplay. Featuring 25 minutes of footage 
from the Ralph Bakshi film (playing in the 
largest full-motion video window of any en- 
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Computer Gcimiiig World 


How Could We Ever Improve 
The World s Best Selling 
Chess Program? 





The Chessmaster acts as 
a mentor and provides a Jiew 
interactive animated tutorial, 
ten additional teaching 
displays and "rate my plays;" 
you predict the correct moves 
selected from famous games 
and The Chessmaster 
will score you. 


The Finest Chess Program In The World! 


Netf rieyvs iiu'Imii/is 
3-[> nnd roMling boards 


i iraJeniJik of MicitsdliCoipofitiuo- 


;Tuul>nx1u.Iix. IRMi 
>rereij ttadein:ik,aiclhi 


Ccfi)righ< e 1916-1993 'Dx Sofiwire To 
Cotporuion. Microsoft andMS-DOSw 


Circle Reader Serv/ce #720 


Computer chess enthusiasts 
\vill tell you that die software 
"engine" is what detennines 
the true power of a chess 
program. 


The new "turbocharged" 
32-bit engine in The 
Chessmaster Version 
4000 is based upon the 
engine that won the 
1992 World Com- 
puter Chess Champi- 
onship in Madrid, 

Spain. Taking 
advantage of the 
32-bit processing 
capabilities of 386 
and 486 proces- 
sors, chess for the 
PC has reached a 
new level of 
excellence. 


The Chessmaster 4000 
Turbo has a new custom 
Windows™ interface for 
spectacular graphics. Choose 
between 3-D or 2-D. Rotate . 
the board. Choose from a 
dozen chess sets or design 
your own set or board. 


The Software 
Toolworks has long 
been recognized as 
the leader in 
computer chess 
programs. Now, 
we’re setting a new 
standard. Truly, The 
Chessmaster 4000 
Turbo is the finest chess 
program in the world. 


.THE. 


C HESSMASTE R 

4000 

lumo 


The FitiesI Chess Program in llie Worhl! 


Available for IBM PC and compatibles, 
U’indow's and MPC CD-RO.M 


For dealer info or lo order, call toll-free 

1 - 800 - 234-3088 




tertainmenr title to date), over 40 minutes of 
high quality CD audio sound effects and mu- 
sic, plus digitized speech from the film, 
Tolkien’s epic tale plays better than ever. As 
in the original release, the player assumes the 
role of the hobbit Frodo Baegins, leader of 
The Fellowship on a quest to destroy the One 
Ring that has the power to enslave them all. 
Featured arc real-time, party-based combat, 
and characters with unique personalities and 
behavior. Also provided is an entertaining 
eight minute tutorial to help players acclimate 
themselves to the CD-ROM interface. 
Tolkien fans will be drawn to this game like 
Golium to his Precious. IBM with CD-ROM 
($79.95). Circle Reader Service #10. 

Microsoft Corporation 
One Microsoft Way 
Redmond, WA 98052-6399 
(206) 882-8080 

MICROSOFT GOLF FOR WINDOWS, 
MULTIMEDIA EDITION: Golfers wishing 
to refresh their game, at least visually and 
audibly, may find this new edition of Mi- 
crosoft Golf to be just their cup of “tee.” 
Among the enhancements offered in Microsoft 
Golf for Windows, Multimedia Edition is the 
ability to call up a video “flyby” of each hole, 
similar to that provided by television golf 
coverage. This flyby provides the player with 
an overhead view or the particular charac- 
teristics of each hole. Requesting a “tip” be- 
fore taking a shot allows the player to 
“consult” with a video golf pro and gain some 
helpful on-line advice. More detailed instruc- 
tion is also available through on-line video 
demonstrations of stroke technique. Sound 
capabilities have also been enhanced, allowing 
the desktop golfer to select and assign their 
own sounds to specific golfing events. Both 
male and female commentators are available, 
and the player can add their own audio com- 
ments, too. Other features include instant 
replays of each shot, playing with up to eight 
partners, and a driving range and putting 
green for practicing one’s shots. IBM with 
Windows and CD-ROM ($64.95). Circle 
Reader Service #1 1. 

Multicom Publishing, Inc. 

1 100 Olive Way, Suite 1250 
Seattle, WA 98101 
(206) 622-5530 

AMERICANS IN SPACE: Armchair astro- 
nauts can now get their ticket to the stars with 
Multicom Publishing’s Americans in Space, 
an in-depth presentation of the United States’ 
space exploration program. Included on this 
CD-ROM disc is a complete video and pho- 
tographic tour of America’s space program 
beginningwith the early experimental rockets 
and continuing through the current space 
shuttle missions. Projects and missions can be 
tracked in chronological order or accessed by 
launch date. The “Mission Control” style in- 
terface supports zooms of photographs and 
the printing of any text displayed in the main 
viewer. With more than 500 photographic 



Americans In Space 



Time Traveler CD 



More Vegas Games 



The Silver Seed 


images, over an hour of full-motion video and 
narration, and text descriptions of every 
American manned space mission, Americans 
in Space offers an entertaining and educa- 
tional adventure for the whole family. 
($69.95). Circle Reader Service #12. 

New Media Schoolhouse 
390 Westchester Ave. 

Pound Ridge, N.Y. 10576 
(800) 672-6002 

TIME TRAVELER CD: We have CD’d 
the future of History, and it is ROM. Here’s 
a history of the world, from 3900 B.C. to 
1 992 divided by five geographical regions and 
three categories: history', culture and innova- 
tion. The Twie Traveler interface lets you 
select a year and jump to it with the “GO!” 
button, or search a time by subject. Every 
period features at least one attractive, photo- 
quality image, some accompanied by a short 
caption, to illustrate a brief text description of 
that year. The CD is billed as “A Multimedia 
Chronicle of History',” yet features no anima- 
tions, and only a smattering of audio clips. 
And though the overall package is well-pol- 
ished, someone should have noticed that 
Jackie Robinson couldn’t have been “ Wookie 
of the Year” in 1947, 30 years before Star 
Wars. A decent program, but we’re not sure 
you couldn’t get more book for less bread. 
Macintosh with CD-ROM ($159). Circle 
Reader Service #13. 

New World Computing, Inc. 

20301 Ventura Blvd., Suite 200 
Woodland Hills, CA 91364 
(800) 325-8898 

MORE VEGAS GAMES: Wannabe gam- 
blers who like to play it safe, where the only 
“high stakes” are one’s time and energy, will 
find New World’s More Vegas Games an en- 
joyable mix of traditional casino games for 
Windoivs. Designed by The Dreamers Guild 
and featuring high quality' graphics (in 256- 
color, high resolution Super VGA) and excel- 
lent digitized vocal samples (for both male 
and female dealers), this collection of five 
casino favorites will assist the player in beating 
the odds at Craps, breaking the bank at Video 
Poker and Blackjack, winning and placing at 
Horseracing, and hitting it big at Baccarat. 
Each of More Vegas Games’ offerings is a 
multi-player version of the famous pastime, 
allowing digital gamblers to play alone against 
the computer or with up to three additional 
players. Assisted by pertinent on-line help, 
More Vegas Games offers a Window to bet at 
(and for pretty low stakes). IBM with Wvi- 
dows ($29. 95). Circle Reader Service #14. 

Origin Systems, Inc. 

12940 Research Blvd. 

Austin, TX 78750 
(512) 335-5200 

THE SILVER SEED: Snaking its way from 
Lord British to Ultima players everywhere is 
the latest add-in module for Ultima W / Part 
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Fun and More! 



T une into Planet Kidz for all the radical new 
video games and the best in computer 
software. We’ll show you smart game 
strategies and computer tips that will put you in 
electronic orbit. 


Keep your innermost thoughts stored 
on your Electronic Magic Diary! You 
lock it, too, so no one else can read it! 
Use your Magic Diary for keeping all 
your friends phone numbers and faces 
(you create). You'll want to get your 
daily Horoscope, and find out from the 
Electronic Match Maker how well you 
get along with that special someone... 
it's as cool to use as it looks! 


And there’s more...each Saturday at 4:30 (et) 
you’ll find all the latest in fun food and 
fashion on Planet Kidz. 


Mental Math Games is a dazzling way 
to integrate math into games! There's several 
to choose from... Maze Game, Moon Flight, 

Math Match, Raccoon Race, Mental Block, Fraction 
Fish, and Tip-a-Duck! These exciting games 
introduce addition, subtraction, 
multiplication, fractions, decimals, 
percents, and division skills via 
games and animation! 

You'll love it ! 


See these great products on 
Saturday November 20th 
at 4:30pm (et) on CNBC. 






Two: Serpent Isle. The Silver Seed allows those 
still in Serpent Isle to discover new quests 
(which cake place in a mysterious, war-torn 
past), explore another land and acquire addi- 
tional magical items to employ within the 
game proper. These new adventures can be 
embarked upon at any point in the original 
game, enabling the player to increase his char- 
acter’s power and experience. New features at 
the Avatar’s disposal include a magic key ring 
upon which keys arc placed as they are ac- 
quired, and from which they are used as 
needed. Also provided are the Belt of 
Strength, Gauntlets of Dexterity, Erinon’s 
Magic Axe, the Helm of Light and the Ring 
of Shal (a source of endless reagents). Other 
niceties include single button commands for 
feeding party members, employing the magic 
key ring, telling time and picking locks. The 
accompanying Play Guide offers the player 
maps and solutions to the new quests. The 
latest version of Serpent Isle is included. Ul- 
tima VII, Part Two: Serpent Isle is required. 
IBM (S29.95). Circle Reader Service #15. 

Psygnosis, Ltd. 

675 Massachusetts Ave. 

Cambridge, MA 02139 
(617) 497-5457 

ARMOUR-GEDDON: Once again the fu- 
ture is painted dark and steeped in devastating 
warfare. After the Balkan War of 1997 devas- 
tated the earth, two factions survived which 
developed into hostile surface dwellers and a 
subterranean society, As a member of the 
underground dwellers, it is the player’s re- 
sponsibility to defend his or her society from 
the marauding survivors on the surface and, 
ultimately, to destroy their supreme weapon, 
a deadly laser cannon, before the under- 
ground is vaporized. Basically a combination 
of flight sim and arcade action, Awiour-Ged- 
don offers the player solo play against com- 
puter opponents or head-to-head serial link 
permitting two EDEN warriors to launch a 
combined attack on the surface scum, Gath- 
ering and assembling components into an 
ultimate weapon are key to success in this 
post-holocaust game of action and strateg)^ 
IBM ($49.99). Circle Reader Service #16. 

SDJ Enterprises, Inc. 

1551 Fawn Valley Dr. 

St. Louis MO 63131 

(314) 966-5602 (Evenings only) 

DRACULA IN LONDON: Based on 
Brain Stoker’s original novel, this modest 
vampirish tale involves tracking down the 
infamous Count Dracula, reported to be hid- 
ing somewhere within the confines of Lon- 
don. Assuming the role of Professor Van 
Helsing (or one of five other vampire hunt- 
ers), the player must put an end to the Count’s 
bloodlust. Too many mistakes, however, and 
one will certainly cross over to the land of the 
living dead. Designed for Windows (accept- 
able, but by no means flashy) and definitely 
more a game of thought than action, possess- 
ing the feel of a board game in play, Dracula 







in Londons greatest appeal will be limited 
primarily to vampire and gothic horror buffs. 
Each game takes about an hour to play de- 
pending on the number of players involved 
(up to six, though two to four are recom- 
mended). The game claims to have been de- 
signed in an “unstructured problem” format, 
so that what works in one game may not work 
in the next. So, if the idea of tracking down 
Dracula over and over again with slight vari- 
ations is appealing, Dracula in Loridon may 
work for you. Those who enjoy longer, more 
traditional quests may want to stake out some 
different territory. IBM with Windows 
($29.95). Circle Reader Service #17. 

Silicon Alley 

8693 Wilshire Blvd., Suite 215 
Beverly Hills, CA 9021 1 
(310) 289-1237 

NO. 11 DOWNING STREET: Non-lin- 
ear storytelling is the key concept behind Sili- 
con Alley’s first episode in The Adventures of 
Ninja Na)iny and Shenloch Sheltie series of 
interactive fiction. Branching storylines and 
ancillary information enhance the learning 
value of this title. Available in versions for 
both Level 1 and Level 2 MPC systems. No. 
11 Downing Street \mxo<IiUCQS children to two 
unusual characters, Ninja Nanny (a mischie- 
vous cow) and Sherrloch Sheltie (a budding 
computer criminologist). Designed as a series 
of chapters, this literary adventure features 
linked “horwords,” animated sequences, en- 
hanced video and music, and museum-qual- 
it\’ antique clip art. Help Ninja Nanny and 
sherrloch Sheltie defeat the plans of the evil 
Baron Von Moribund and learn interesting 
new facts at the same time. However, make 
sure to purchase the correct version. The 
MPC Level 2 product is virtually unplayable 
on Level 1 systems. IBM with Windows tsnd. 
CD-ROM ($69.95 for MPC Level 2, $34.95 
for MPC Level 1). Circle Reader Service #18. 

SllverSun, Inc. 

100 Jersey Ave., D-1 
New Brunswick, NJ 08901 
(800) 8-silver 

CROSSWIRE: Think back to a High 
School History exam. Anyone who can smell 
the stench of mimeographed paper may also 
remember the “matching” part of their His- 
tory tests. This was where a list of names or 
dates appeared in one column, and a list of 
related information appeared in the other. 
The object was to match the item in the first 
column with the corresponding item in the 
other. Okay, now return to the present and 
think of a computer “game show” program 
that plays in the same manner of that Histor}' 
exam. Pretty exciting, eh? Well, in CrossWire! 
it’s actually kind of fun. One competes against 
an artificial opponent who has inherent 
strong and weak areas of knowledge. Qualify- 
ing rounds must be completed each game in 
order to compete in the final round. While 
the pressure of the clock makes for tense 


Armour-Ceddon 


Dracula in London 


No. 1 1 Downing Street 


Crosswire 
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players, the bizarre game show host and off- 
the-wall prizes make solving the 4,000+ puz- 
zles all worthwhile. IBM with Windows 
($39.95). Circle Reader Service #19. 


SoftStream International 
10 Twin Ponds Dr. 

S. Dartmouth, MA 02748-1166 
(800) 262-6610 

BLAZE: Those who still enjoy running 
around a little maze gobbling up pills will 
probably find SoftStream InternationaFs 
Blaze, a full color Paemnn clone for the 
Macintosh, appealing to their taste buds. The 
goal of this rather simple arcade game is to 
guide a drop of water through a maze while 
putting out small fires in its path. However, 
some local “burnouts” are determined to turn 
the player’s heroic little droplet into vaporized 
H2O. As such, there is no recourse but to head 
for the nearest fire hydrant and cool down the 
overheated opposition. A very cute and mod- 
estly addictive (though somewhat overpriced) 
game. Blaze offers Mac owners some classic 
desktop entertainment. Macintosh ($59.95). 
Circle Reader Service #20. 

MICROCOSM II; Another Mac game 
from SoftStream, Microcosm //is designed to 
appeal to the more strategically-minded 
player with quick reflexes. In this l6-color 
title, gamers adventure into the microscopic 
world of viruses and DNA controlling a min- 
uscule robot reminiscent ofWesley Crusher’s 
Nanites from Star Trek: The Next Generation. 
The object of Microcosm // sees the player 
maneuvering his or her robot around a maze, 
shooting DNA-filled pills at spawning and 
mutating viruses in an effort to free the system 
from the viral threat. In the process the player 
must collect computer chips that will enhance 
their robot, adding special functions to in- 
crease their effectiveness at viral annihilation. 
A level editor has also been provided, allowing 
gamers to create their own mazes. Macintosh 
($49.95). Circle Reader Sei-vice #21. 

OPERATION INTERCEPT: The third of 
SoftStream International’s recently released 
titles, Operation Intercepthnngs. Galaga^znd 
its numerous clones) to the Mac desktop. As 
the story goes, the player’s solar system has 
been invaded by an evil hoard from the Spoox 
Empire. The opposition is great, but the stel- 
lar pilot is certainly up to the task. Piloting 
one of several fighters, the player must destroy 
wave after wave of attacking enemy vessels, all 
intent upon his or her complete and utter 
destruction. Destroying an entire attack wave 
provides one with a special bonus item that 
can be spent at the upgrade-repair stations to 
improve or repair one’s ship, adding such 
options as double- and triple-shot lasers, 
spawn-shot, special shields and more. A Chal- 
lenge mode has also been provided, allowing 
two players to fight the opponents head-to- 
head. Macintosh (S59.95). Circle Reader 
Sei'vice #22. 



Microcosm II 



Space Shuttle 



V For Victory: Cold*|uno«Sworcl 



PC Graphics Animation Festival (Volume 1 ) 


The Software Toolworks 
60 Leveroni Ct. 

Novato, CA 94949 
(800) 234-3088 

SPACE SHUTTLE; This true multimedia 
product will soar right to the heart of space 
exploration lovers. Climb into the cockpit of 
any past Space Shuttle mission and blast off 
CO deploy satellites and conduct experiments. 
Space Shuttle offers a tour of the Johnson 
Space Center, including NASA footage, pho- 
tos, diagrams and video. A number ofincrigu- 
ing, chough pixelated, videos show what it’s 
like for the astronauts to live, work and sleep 
in space. The audio portion of the program is 
professionally written and narrated. A Per- 
sonal Digital Assiscant-st}'le interface offers a 
unique and simple method of getting around. 
There’s even a quiz-style game for testingyour 
Space Shuttle knowledge. Overall, an exqui- 
site-looking offering, chough low on the gam- 
ing factor. IBM with CD-ROM ($49.95). 
Circle Reader Service #23. 

Three-Sixty Pacific, Inc. 

2105 S. BascomAve., Suite 165 
Campbell, CA 95008 
(800) 653-1360 

V FOR VICTORY: GOLD*JUNO 
• SWORD: In this fourth, and perhaps final 
installment of the popular V for Victory series 
(see the Wargaming World editorial on page 
164), it’s back to the beach for Ike and his 
shrapnel surfers. Where Utah Beach featured 
the Yanks, now we have a broader Allied 
contingent storming Hitler’s Fortress Europe. 
With an upgrade of the entire series to a 4.0 
version. Gold* Juno* Sword is the finest tuned 
of the popular, detailed, hex-based wargaming 
series. Super VGA graphics are required; math 
co-processor and sound cards are supported. 
IBM ($54.95). Circle Reader Service #24. 

Wizardware, Ltd. 

918 Delaware Ave. 

Bethlehem, PA 19105 
(800) 548-7969 

PC GRAPHICS ANIMATION FESTI- 
VAL (VOLUME 1): Those who enjoy com- 
puter graphics may want to take a look, and 
listen, at Wizardware’s CD-ROM collection 
of computer animations, many with Sound 
Blaster soundtracks. Operation from both 
DOS and Windows is supported; VGA 
graphics and hard drive are required. Unfor- 
tunately, only chose with cutting edge systems 
(486 or better with double-speed CD-ROM 
drives and 4MB or more RAM) will be able 
to eitjoy these animations at anything greater 
than grass growing speeds (on 386 systems 
with single-speed CD-ROM drives it can take 
several minutes for each animation to load). 
While quality is mixed, there is a good selec- 
tion of animations to view on disc, including 
scenes from LawnmowerMan and Steam, plus 
a 3-D “virtual reality” game. IBM with CD- 
ROM ($39.95). Circle Reader Service 
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The games in Computer Gaming World's Hall of Fame have been highly rated by our 
readers over time. They have been rated for their impact on the computer gaming hobby 
during their peak period of influence and acceptance by our readership. Note char the dates 
listed for each game are the copyright daces and may precede the actual release daces. 
Specific formats listed are chose which CGW\\\\s in its possession. 

The Bard’s Tale (Electronic Arts, 1985) 

Many Formats 

Chessinaster (The Sojhvare Toolworks, 1986) 

Many Formats 

Civilization (MicroProsc, hic., 1991) 

Amiga, IBM, Macintosh 

Dungeon Master (FTL Software, 1987) 

Amiga, Atari ST, IBM 

Earl Weaver Baseball (Electronic Arts, 1986) 

Amiga, IBM. Macintosh 

Empire (Interstel, 1978) 

Amiga, Atari ST. C-64, IBM 

F-19 Stealth Fighter (MicroProse, Inc., 1988) 

IBM . 

Gettysbmg: The Turning Point (Strate^c Simulations, Inc., 1986) • • ; 

Amiga, Apple, C-64, IBM 

Gumhip (MicroProse, Inc., 1989) 

Amiga, C-64, IBM 

Haipoon (Three-SLxty Pacific, 1989) 

Amiga, IBM, Macintosh 

Kampfgruppe (Strategic Simulations, Inc., 1985) 

Many Formats 

King’s Cfiiest V (Sierra On-Line, Inc., 1990) 

Amiga, IBM, Macintosh 

M-1 Tank Platoon (MicroProse, Inc., 1989) 

Amiga, IBM 

Mech Brigade (Slratefic Simulations, Inc., 1985) 

Many Formats 

Might & Magic (New World Computing, 1986) 

Amiga, Apple, C-64, IBM. Macintosh 

M.U.L.E. (Electronic Arts, 1983) 

Atari 8-bit, C-64 

Pirates (MicroProsc, Inc., 1987) 

Many Formats 

Railroad Tycoon (MicroProse, Inc., 1990) 

Amiga, IBM, Macintosh 

Red Baron (Dynamix 1990) 

Amiga, IBM, Macintosh 

SunCity (Maxis, 1987) 

Many Formats 

Starflight (Elecn onic Arts, 1986) 

Amiga, C-64, IBM, Mac, Sega 

Their Finest Hour (Luca.<Arts Entertainment Company, 1989) 

Amiga, Atari ST, IBM 

Ultima III (Origin Systetns, Inc., 1983) 

Amiga, Apple, Atari ST. C-64, IBM 

Ultima IV (Orifin Systems, Inc., 1985) 

Amiga, Apple. Atari ST. IBM 

Ultima VI (Origin Systeins, Inc., 1990) 

C64, IBM 

Warm Rtissia (Strategic Simulations, Inc., 1984) 

Apple 

Wasteland (Intetplay Productions, Inc., 1986) 

Apple, C-64, IBM 

Wing Commander (Origin Systems, Inc., 1991) 

Amiga, IBM, Sega 

Wizardry (Sir-Tech Software, 1981) 

Many Formats 

Zork (Infocom, 1981) 

Many Formats 


Railroad Tycoon 

MicroProse, Inc., 1990 

Amiga, IBM, Macintosh 



Sid Meier holds the record for having 
the most tides in the CClt^Hall of Fame. 
One of the rcason.s for this is because he 
refuses to be stuck in a game design rut. 
Instead, he looks for new subjects and new 
approaches. Inspired by a combination of 
admiration for SimCity and a love for 
model railroading, Railroad Tycoon suc- 
cessfully blends elements of a “software 
toy” and a game of economic competirion 
into something new and vital. 

Red Baron 

Dynamix, 1990 
Amiga, IBM, Macintosh 



Red Baron may well be Damon Slye’s 
masterpiece. Damon is the designer/pro- 
grammer who has been pushing the edge 
of 3-Space since his first vectored graphics 
game of space-age rank combat, the origi- 
nal Stellar 7 on the 8-bit computers. At 
D) ■namix, Damon moved the company 
through the Skyjox’An<) Airfox stnts or 3-D 
action games (publishecf by Electronic 
Arts) and on toward their current success 
with A-10 Tank Killer, Red Baron and Aces 
of the Pacific. 

Red Baron not only features terrific 
graphics that dress up the traditional poly- 
gon-filled look with occasional bit-maps 
and shading, but offers campaign play 
from both sides, the largest selection of air- 
craft in a WWI air combat simulation, and 
a multitude of quick-combat missions. It is 
a rich, satisf)’ing simulation that not only 
held a prominent position in the top ten 
of CGW’s I'op 100 for more than a year, 
but still stands as the high watermark of 
realistic air combat for many gamers. 
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The Computer Gaming World Poll 
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PC Research 
Hits List 

Of Tap-Selling Software 

July, 1993 , 


1/Vhat You’ve Been 
Playing Lately 


Rank 

1 . 

2 . 

3. 

4. 

5. 

6 . 

7. 

8 . 

9. 

10 . 


12 . 

13. 

14. 

15. 

16. 

17. 

18. 

19 . 

20 . 



Rank 


Tide and Source ' 

688 Attack Sub (Electronic Arts) ; 

A- Train (iMaxis Software) 

Lemmings II (Psygnosis, Ltd.) 

AD&D Gateway to the Savage Frontier (Strategic 
Simulations, Inc.) 


Simulations, Inc.) 

Medieval Warriors (Merit Software) ' 


Rank 

1 . 



Title and Source 
Prince of Persia (Broderbund Software, Inc.) 
Microsoft Flight Simulator (Microsoft Corporation) 
SimCity Supreme (Maxis Software) 

PGA I'our Golf (Electronic Arcs) 

King’s Quest VI (Sierra On-Line, Inc.| 


CD-ROM Products 


Rank 

1 . 

2 . 

3. 

4. 

5. 

6 . 

7. 

8 . 

9. 

10 . 


Every month our mailbox bulges with hundreds of Reader Input Cards 
from our most loyal and outspoken readers. Over die years we’ve found 
these cards to be an invaluable source of feedback. This column is a 


forum for these responses and for the results of our “Playing Lately?” 
' ^ ' ■ ' ■ > fill 


query on the Reader Input Card. Thanks for raking the time to fl 
rnei 


hem out.. .keep 'em coming! 


Title and Source 

X-WIng: Imperial Pursuit (LucasArts Entertainment) 

X-Wing (LucasArts Entertainment) 

Betrayal at Krondor (Sierra On-Line, Inc.) 

Pirates Gold (MicroProse, Inc.) 

Syndicate (Electronic Arts) 

Tornado (Spectrum HoloByte, Inc.) 

The 7th Guest (Virgin Interactive Entertainment) 

Links 386 Pro (Access Software, Inc.) 

Hardball III (Accolade, Inc.) 

Might &c Magic: Dark Side of Xeen (New World Computing) 
Wolfenstcin 3-D/Spear of Destiny (Formgen) 

Prince of Persia II (Broderbund Software, Inc.) 

Links - The Belfry (Access Software, Inc.) 

Railroad Tycoon Deluxe (MicroProse, Inc.) 

^ Flashback (Strategic Simulations, Inc.) 

Take A Break! Pinball (Sierra On-Line, Inc.) 

SimCity (Maxis Software) 

Strike Commander (Origin Systems, Inc.) 

Lillies - Mauna Kca (Access Software, Inc.) 

Realms (Virgin Interactive Entertainment) 



Title and Source I 
The 7th Guest (Virgin Interactive Entertainment) 

ROMaterial (Moon Valley) 

MPC Wizard (Arts Entertainment) 

King's Quest VI (Sierra On-Line, Inc.) 

Indiana Jones and the Fate of Atlantis (LucasArts Enterrainmem) 
Corel Art Show (Corel Corporation) 

Compton’s Encyclopedia Upgrade (Compton’s New Media) 
Cincmania (Microsoft Corporation) 

Street Atlas U.S.A. (Delorme) 

Jet Pack Fl 17A/F151I with Scenario (MicroProse. Inc.) 


I'liis list is ha-sed ott iinifi sold by Sofhvarc Etc., Babbages, Wddensofewant and Elccitonia 
Boutique. For more information, please contact PC Research at {703) 435- 1025. 



X-wing (LucasArts Entertainment)* 
Betray^ at Krondor (Dynamix, Inc.) 
Civilization (MicroProse, Inc.) 

Lands of Lore (Westwood) 

Falcon 3.0x/MiG-29 (Spectrum Holobyte) 
Syndicate (Electronic Arts) 

Might Sc Magic: Darkside of Xeen 
(New World Computing) 

Dune 2 (Virgin) 

Clash of Steel (SSI) 

World Circuit (MicroProse, Inc.) ^ 


I 


^ Even More Recipes From The Readers : 


Our short-answer query in issue 109 asked gamers to act as Game Design 
Alchemists with the power to extract dements from their favorite games and 
recombine them to create The Ultimate Gaming Experience. Here are more 
great responses. 


"Recipe for Game a la Perfection (serves 500,000) 

1 pan Straiegj’ of Civilization 

2 parts Perspective of Undermofld 
1 12 p.irt Flying of Aces 

[9axh of Pirates 

Mix the above in a bowl made from the egg shells of Dejah Tharis 8c John 
Carter’s first born. If necessary, add Rights from Burroughs estate.’’ 

- Anonymous, Denver, CO 


“1 would take the mapped terrain of Falcon 3-0, the promise of Aces of the 
Pacific, and the ability to assign personality traits, such as in RPGs, and allow 
the player to choose a squadron, plane t3'pc, and customize one’s plane with 
name, markings, etc,, and require the player to keep the plane maintained, 

Name: Flyboys - The ^^WII Combat Pilot Simulator.” 

- Dan Smith, Kingsvood, TX 


"A role-playing game with the overland perspeciive of Ultima 7, cut scenes like 
Wing Commander 11, dungeon perspective of Ultima Undent'orld 2, and with a 
general Anglophile cone.” 

- Lord British, Austin. TX (actually, postmarked Brooklyn, NY) 


“Take the graphics from Wayne Gretzky Hockey 3 (one of llic few things done 
right); the implenienration, customer support, and in-gamc print capabiiit)- of 
Front Page Sports Footbalk the statistical basis from Tme Hockey, and the season 
scheduling, repkyability, and league scr-up option from Hockey 1-cague 
Simulator 2. Name: NHL - Lite Complete Game. (Sigh) Only in heaven, 1 

^ - Mart}' Hrovac, Slydelt, LA 


“First, I’d take the charaaer generation from Wasteland, the firepower from 
Gunship 2000, and the evil Empire of X-wing. Then, I’d mix in the death scenes 
from Terminator 2029. We’d need a couple of bugs from Ultima 7 (to keep tiie 
phones ringing), and the music from Wing Commander you’re running to 
the ship. We could call it ‘486 Dcmander’ and label it ‘Super Hi Tech’ and sell a 
few copies to a few people.” 

-Anthony Fclidii, Iselin, NJ 


“1 would combine the humor of Freddy PharkasWis.\\ the great gameplay of X- 
wing, throw in a great racing sim like World Circuit the always enjoyable 
Links 386 Pro. I would call it: Phiinny Pharmacists Phlics and Drives Pheatlessly 
Phasi to the Tee." 

-Jon Wilson, Landis, NC 
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The Patch File 


C omputer game programs have grown so massive and the 
number or possible configurations has become so huge that 
incompatibilities and glitches seem to be breeding at an 
exponential rate. Consumers and publishers are both frustrated at 
the need for adding patches into “buggy” programs, but they seem 
to be an interim solution that is going to be with the hobby for a 
while (presumably, until a standard platform configuration is 
agreed upon). So, until the golden age of standardized platforms 
and bug-free programs, Computer Gaming WorldwiW publish a reg- 
ular list of the latest updates of which we are aware. 

These patches can usually be downloaded from most major nct- 
worlcs (e.g., CompuServe or GEnie), but can also be obtained from 
individual software publisher’s own BBSs or direct from the pub- 
lisher with proof or purchase. We continue to urge publishers to 
keep us updated on the latest versions/patches to their games. 

C**’ indicates new files) 

Air Bucks Version 1.21: Corrects lock-up and mouse compatibility prob- 
lems. 8/06/93 

Ambush at Sorinor Version 1.02: Adds a speed control option for fast 
machines, replaces several bad mission descriptions, and fixes the AI for 
VIPs and escorts. 6/17/93 

Battles of Destiny VI. 1 Patch: Enhancements and bug fixes include: 
Patrol Mode, Map Editor, and two player modem enhancements. 5/06/93 
Buzz Aldrin Race Into Space Version 1.0b: Fixes a lock-up bug and allows 
the removal of some files from the hard drive. 7/06/93 
Caesar Patch: Allows players to use Impressions’ game with disk compres- 
sion utilities, and corrects the “culture” problem. 5/19/93 
Carriers at War Construction Kit Patch: Fixes the “CAP” bug and a few 
other minor problems. 7/13/93 

Dune II Patch File: Fixes problems with tiie delivery of items from 
CHOAM, 4/18/93 

Empire Deluxe Version 3.1: This new version makes a myriad of feature 
changes and bug fixes to Version 3.0. 4/30/93 

Fl5 Strike Eagle III Version 3 Update: Corrects minor errors in earlier 
versions, 4/25/93 

Harpoon Version 1.32A Upgrade: Makes changes to the Harpoon game 
system. 5/18/93 

Imperial Pursuit Fix: In the original version, it can be difficult to lock-on 
to a target with missiles under certain system configurations. This patch 
should correct this problem. 7/08/93 

Indyjones/Atlantis Mac Patch: Corrects the “desert balloon” crash bug in 
the Mac version. 4/15/93 

Indy Jones/Atlantis 486 Patch: Allows one to play the game on a 486 
without color problems or errors. 5/26/93 

Jordan in Flight SVGA Patch: Allows owners of Diamond Stealth. 
Diamond Stealth 24 and Orchid Fahrenheit 1280 Plus video cards to run 
the game in SVGA. 5/21/93 

Jump Jet Update: Corrects the joystick problems some players arc report- 
ing and some other compatibility problems. 5/18/93 
*'* Kings Quest VI CD-ROM Patch: Fixes the problem with the disap- 
pearing ball in the Endless Desert Temple Stone Wall trap. 8/24/93 
’* Lands of Lore Version 1.11 Patch: Corrects various problems including 
the inability to retrieve Dawn’s second key. 8/25/93 
■“* Lands of Lore Sound Card Patch: Allows multiple sound cards to be 
used at one time. Now includes Wavebiaster/SB]6 support. You need this 
patch only if you use more than one sound card. 8/16/93 

Omar Sharif on Bridge Upgrade {IBM/Windows): The latest version 
of Interplay’s bridge game for Windows. 9/03/93 

Pacific War VI. 1 Upgrade: The official SSI upgrade to Gary Grigsby’s 
Pacific War. 4/18/93 

Patriot Version l.I: The long-awaited patch to Three-Sixey’s Gulf War 
simulation. 7/27/93 

Pirates Gold Patch: Corrects die “evil person in the cicy” crash, the “mis- 
sion from the governor" crash, and the VI switch should now function as 


stated in the README file, 7/19/93 

Realms of Arkania Disk 3 Fix: The first print run of this game was miss- 
ing some data from disk 3. You only need this file if your BLADE directo- 
ry has 48 files and 3,030,380 bytes in it. 6/23/93 

Realms of Arkania Update #1: Corrects the “Skeletarius” problem among 
others, 7/01/93 

Rules of Engagement 2 Version 1.05: Latest version of the 
Omnitrend/Impressions’ space war simulation. 8/01/93 
*’ Rules of Engagement 2 Campaign Disk Update: Updates Campaign 
Disk 1 to version 1.0 1. This update adds 9 new Breach 2 IGS links to the 
campaign “Operation Hammer.” This update is only useful if you’re play- 
ing the game in conjuction with Breach 2. 8/30/93 
*” Shanghai II Version 1.04 Update (Mac): Resolves incompatibilities 
with After Dark and SuperClock, and fixes a 32-bit addressing problem. If 
you are getting random crashes or freezes, this update is for you, 8/20/93 
The Seventh Guest Fix: Updates sound cards drivers, installation program 
and player program (requiring only 450K memory). 7/28/93 
Tony LaRussa II Patch: Fixes bugs in SSI’s baseball simulation. 5/21/93 
Unlimited Adventure.s Version 1.1 Patch: In addition to new files for the 
.software, this patch contains a supplement to the game’s manual. 5/21/93 
** V For Victory 3.1 Upgrade (IBM): Upgrades Utah Beach, Velikiyc 
Luki, and Market Garden Versions 2.0 to Version 3.1 . 8/19/93 

V For Victory: Velikiye Luki Version 3.1 (Mac): Upgrades the Macintosh 
version 2.0 to 3.1. 7/09/93 

V For Victory: Market Garden Version 3.1 (Mac): Upgrades the 
Macintosh version 3.0 to 3.1. 7/08/93 

** V For Victory: Gold Juno Sword Version 4.01 (Mac): Upgrades rlic 
Macintosh version 4.0 to 4.01. 8/28/93 


The PRODIGY WeeUy Top Ten 


Computer Gaming World is Prodigy's on-iinc games expert. Look for 
us in their Game Center, a forum where users read articles posted on- 
line by CGlVand exchange messages on the bulletin boards (vve can 
be reached there at EXPT40B). The Prodigy Game Poll is rim by 
Prodigy based on a list of games provided by CGW and is updated 
weekly. Note that it is nor a cumulative racing over time (like the 
CGW Top 100 Poll). Instead, the Prodigy Game Poll is a weekly 
"Snapshot" of game popularit)' with gamers rating their favorites on a 
1 - 10 scale. The highest total point earners make cheir Top 10. We 
provide this data to our readers as another barometer of "wnat's hot" 
in computer gaming. 
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AMIGA: 

MACINTOSH CD-ROM; 

Putt-Putt’s Fun Pack (Humongous 

A-Train Construction Kit (Maxis) 

Putt-Putt Joins the Parade 

Entertainment) 

Desert Strike (Electronic Arts) 

(Humonsous Entertainment) 

Ultima Underworld I, Ultima 

Syndicate (Electronic Arts) 

Putt-PutLs Fun Pack (Humongous 

Underworld II (Origin) 

Virtual Reality Studio 2.0 (Domark) 

Entertainment) 

MS WINDOWS; 

MACINTOSH: 

MS-DOS CD-ROM: 

Dcja Vu I & 11 (Viacom New Media) 

Bridge Master (Capstone) 

Eric the Unready (Legend) 

Empire Deluxe (New World 

Cairiers at War (SSG) 

Eye of the Beholder III (SSI) 

Computing) 

King’s Quest VI (Sierra) 

Future Wars (Sony Electronic 

Sim Life (Maxis) 

Lemmings (Psygnosis) 

Publishing) 

Solitaire’s Journey (QQP) 

Oh No! More Lemmings (Psygnosis) 

Great Naval Battles: North Atlantic 

Uninvited (Viacom New Media) 

Where in the USA is Carmen 

1939-43 (SSI) 


Sandiego? (Broderbund) 





-1 





Oh No! More Lemmings 

Carriers at War 


Empire Deluxe 
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2 

Paper Mayhem 

108 

3DI Productions 

125 

Future Vision 

197 

Papyrus 

41 

Access 

132-133 

Gamer’s Gold 

112 

Psygnosis 

5 

Accolade 

53 

GEnie 

35, 37, 39 

QQP 

59.61,63 

Accoustic Research 

198 

Genovation 

193 

Quality Computers 

54 

Activision 

135, 137, 139 

Gosselin Computer Consultants 

136 

RAW Entertainment 

195 

AldeaLabs 

173 

High-Tec Expression 

76-77 

Readysoft 

83 

Apogee Software 

27 

Homebase Products 

136 

Savon Software 

217 

Avalon Hill 

203 

HPS Simulations 

207 

SDJ Entrprises 

121 

Aztech Systems 

183 

Impressions 

3, 19. 171 

Sideline Software 

32 

Bare Bones Software 

153 

Inner Circle Technology 

127 

Sierra/Dynamix 67, 68 
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Broderbund 

55 

Interplay 

131 

Sierra On-Line 
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CGW Christmas Gift Subscriptions 
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Keyboard Commander 

201 

Simulations Canada 
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Lance Haffner Games 
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Sir-lech Software 
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Legend Entertainment 
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Software Toolworks 
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Thaiion Publishing 
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Mallard Software 
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75 

Thrustmaster 
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Creative Labs 

175 

Megasofi 

205 

Triax 

161 
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123 

MicroProse 
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Tsunami Media 

157, 159 

Disk-Count Software 

200 

Microsoft 

42-43 
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57 

Domark Software 
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Miller Associates 

141 

Viacom New Media 

91 

Dongleware Publishing 

179 

Mindcraft Software 

109, 111 

Viking Software 

150-1 

Electronic Arts 

7,80-81 

Mission Control 

154-155 

Villa Crespo Software 

85 

Electronic Innovative Design 

189 

New World Computing 

65 

Virgin Interactive Entertainment 
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21 
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115 
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217 

Flagship Magazine 
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Origin Systems 
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Computer Gtimiiig World 





Enter the world of the Uisons, 
where Dr. Fred’s mutated purple ^ 
tentacle threatens to turn the human ^ 
race Into a domesticated breed of ^ 
pets. Only you and your daring 
band of friends can stop him. 4 

Fix the Chron- 0 -)ohn, travel ^ 

through time and save humanity / f\ 
from being sucked under. VL. 

• Three different characters te control 

• Over 100 digitized sound effects* 

• Progressively challenging puzzles 

• Includes original Maniac 

Mansion* as a game 'I 

within a game / ' 

SptfwhlsstnhQ“W[»X ^ I f ^ J 

csTpitftlelaidljHud / I 
sotwidfFdi 1^7 nice. 1 


Avaiiabli for 
IBM. IBM CO ROM 
andcompatibln. 
Vlilt your local 
rttalicT or call 
l-BOO-STARWARS 
to ordtr your 
copy today. 


Its g.T•^phics are 
■er-ved perspec?' ■ 
■j that could havej 
vintage Warner Bi 
--COMPUTEf 


^^ri'and colorful, 
’Oijid grotesque 

•others caiiorns. 
t GAMING J^-'iRLD 


ow»»iaxa*' 


RanTs'Xii* 


It’s one of a kind and lone in 
--COMPUTER C.A! 


Gtsartrxw 

'i«e*a'C*e 


isvetvxi 

ot^liaX! 








P.O. BOX 161750 AUSTIN, TX 


Actual screens may vary 
A Stand-Alone Game 
Made in the USA 


To SOME, IT MEANS DEATH, SLAVERY OR DISHONOR... 
To OTHERS, it's THE CHANCE TO MAKE A QUICK BUCK. 


• Make your own alliances and choose the life of a pirate, merchant or mercenary. 
You accept your assignments from the Mission Computers. Mercenary's Guild, 
Merchant’s Guild or the nefarious fixers that inhabit every bar. 


Privateer - where deals are made with a handshake 


AND BROKEN BY A VOLLEY FROM.A MESON CANNON. 


The war against the Kilrathi rages on. 


• Customize your ship according to your needs and budget — you can modify 
weapons, armor and other systems. And you'll need them, because your enemies 
want more than Just a new kill stenciled on their prow— they want your cargo.too. 


Upgrade your ship, from your grandfather’s old Tarsus scout to the sleek 
Centurion fighter or Orion gunshlp— combat plays a vital role no matter how * 
you decide to earn a living. 

Explore a complete universe with more than 50 bases and planets in almost 70 
systems — agricultural planets, merchant colonies and mining bases. 







Privateer Is a trademarlr ol ORIGIN Systems, lnc..Wlng Commander. Origin, and Wo create worlds are registered trademarks of ORIGIN Systems, Inc. 
Copyright 0 1993 ORIGIN Systems. Inc. Electronic Arts Is a registered trademark of Electronic Arts. For IBM PC and 100% compatible systems. 


Available at a software retailer near you or rail 1-800-24S'4525 lor MCAiso/Distover orders. 
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